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SECTION I: GETTING STARTED 

Welcome to your personal instruction manual to Star Wars" Galactic S^'-r -r --.jmm " 
Whether or not you're experienced with real-time strategy games ^ 'y-jr mmsr 
Galactic Battlegrounds, it will be worth your while to familiarize yourse'*' r, 

—it details all that you'll need to know before you can successfully ccn—, -"Hr* 
Star Wars galaxy's six most powerful civilizations. This manual is desigr-e-i : “ r 

either be read straight through, or consulted for reference. 

Installing the Game 

Insert the Star Wars Galactic Battlegrounds Install CD-ROM into your CD-- Z ' t - 

follow the on-screen instructions. If the setup process does not begin automat c 
experience any other problems, please consult the Troubleshooting Guide or ' 

Insert the Play CD-ROM once installation is complete. The first time you p^a. 5 '.? ^ 
Galactic Battlegrounds, you'll be prompted to enter a player name. This v. Dr . ‘ 1 

store your preferred gameplay options and record your progress in the game 5 C5.mt — 

Quick Start 

To quickly learn the basics of Star Wars Galactic Battlegrounds, choose 
Training option from the Main Menu screen. In this learning campaign, 

Attichitcuk, the father of the Wookiee hero Chewbacca, and will be introduces " 
of the most Important aspects of commanding your forces, building your base 
engaging in battle. For best results, complete Attichitcuk's scenarios in order „ 

familiar with Age of Empires® II: The Age of Kings^"" should start on the fifth 

A Word to Age of Empires // Players 

If you're experienced with Age of Empires games, you'll feel right at home v./i' 

Wars Galactic BattlegroundS“it adopts the winning technology of the Age of Ems -e 
games and introduces a slew of new and enhanced features, some of which you' ; 
about in the fifth Basic Training scenario. Star Wars Galactic Battlegrounds uses 
of the same interface elements, keyboard hot keys, gameplay modes, and contrc*- : 
seen most recently in Age of Empires II. However, the world of Star Wars Galar 
Battlegrounds is a very different place, filled with many new units, new technoiog*?" 
and new strategies. These are some of the key differences between Star Wars Galac^ : 
Battlegrounds and Age of Empires games: 

• Six distinct playable Star Wars civilizations. 

• Authentically detailed Star Wars settings, such as Yavin and Dagobah. 

• An even larger technology tree. 

• Air units, and anti-air units, in addition to ground and sea units. 

• Advanced technologies, such as stealth, detection, shielding, and power. 

• Dozens of new units such as lightsaber-wielding Jedi and Sith Knights—and Bounty- 
Hunters to use against them! 

• Legendary characters such as Darth Vader, Princess Leia, Chewbacca, Han Solo and 
many more. 
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MAIN MENU 

'ne introductory sequences whe'* .c_ * ■ 
. iVars Galactic Battlegrounds, >c^ : 

'r-z with a Main Menu screen that g .es 
:ne game's various modes of p!a> a'-o i" 
Additional information about a; : 

- :aa's in the right-hand portion of 
. 'cat your mouse cursor over each cc* T 
'^.g and left-clicking on the corresp-c-r 
■"e menu, you may access the follow - g 
Basic Training; A learning carr.pa g- 
C'-ewbacca's father, Attichitcuk, g-C- 

*^^ough the basics of playing the ga^'-e 

DataBank: An encyclopedia of infor^a* a 
r'-id about the various civilizations, se** ^ zs 
Star Wars Galactic Battlegrounds " 

• Single Player: Engage in various ^coas 

:ne robust Standard Game option t'-a rr^ : 
Custom Scenario option. For more ~ 

• Multiplayer: Select this option if yo-^ w a- *1 

with a friend, or a group of frienos a'c : r- 
over LAN, direct TCP/IP, serial, or cc- 

• Zone.com™: Play Star Wars Galactic 

and optional computer-controlled oc c a - a ■ *. *: 

• Options: You can set various para'^a^c? % 
Including screen resolution, grap*" ca la" 
controls, and more. You can also Cws::— ra 
delete player names. 

• Scenario Editor: Create your ve.ny 5 :.- 
powerful tool that's suitable for bee '''-a-i a": 
link multiple scenarios together us-'-g C- 
matlon on the Scenario Editor, cers- : c-ag- 

• Exit: Return to your operating syste'^ - *" " 
a session of Star Wars Galactic BatT:ag'cx,^< 

CONVENTIONS WITHIN Tr 

You control Star Wars Galactic Battlegro--.-cs : 

manual refers to "clicking" or to "select re 

pointer onto that object and pressing t'-a a~ 

the right mouse button, will likewise be 
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MAIN MENU 

" ' C:- '.-.e introductory sequences when you first load 
c Wars Galactic Battlegrounds, you will be pre- 
r .vith a Main Menu screen that gives you access 
me game's various modes of play and other fea- 
Additional Information about all these options 
T^^'s in the right-hand portion of the screen when 
"T. "^oat your mouse cursor over each option. By high¬ 
er- -^g and left-clicking on the corresponding sections 
r c-e menu, you may access the following features: 

- Basic Training: A learning campaign featuring 
3'"ewbacca's father, Attichitcuk, will guide you 
m^ough the basics of playing the game. 

= DataBank: An encyclopedia of Information about the Star Wars universe in general, 
and about the various civilizations, settings, characters, and technology featured in 
Star Wars Galactic Battlegrounds in particular. 

- Single Player: Engage in various modes of play against the computer including 
me robust Standard Game option, the story-driven Campaign Game option, and the 
Custom Scenario option. For more information on the modes of play, refer to page 16. 

• Multiplayer: Select this option if you wish to play Star Wars Galactic Battlegrounds 
with a friend, or a group of friends, and optional computer-controlled opponents, 
over LAN, direct TCP/IP, serial, or modem connections. See page 55 for details. 

• Zone.com™: Play Star Wars Galactic Battlegrounds online versus other human players 
and optional computer-controlled opponents for example over the MSN™ Gaming Zone. 

• Options: You can set various parameters for Star Wars Galactic Battlegrounds, 
including screen resolution, graphical detail, sound volume, scroll speed, mouse 
controls, and more. You can also customize keyboard hot keys and add, change, or 
delete player names. 

• Scenario Editor: Create your very own Star Wars battles in the Scenario Editor, a 
powerful tool that's suitable for beginners and expert mapmakers alike. You can even 
link multiple scenarios together using the Custom Campaign Editor. For more infor¬ 
mation on the Scenario Editor, consult page 19. 

• Exit: Return to your operating system with this option, when you're finished playing 
a session of Star Wars Galactic Battlegrounds. 

CONVENTIONS WITHIN THIS MANUAL 

You control Star Wars Galactic Battlegrounds primarily by using your mouse. When this 
manual refers to "clicking" or to "selecting" an object. It is referring to moving the mouse 
pointer onto that object and pressing the left mouse button. "Right-clicking," or pressing 
the right mouse button, will likewise be denoted as such. 
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CONVENTIONS WITHIN THE GAME 

Star Wars Galactic Battlegrounds provides extensive contextual information c' 
everything within the game. When in doubt, take note of the details that pcc ^ 
ever you float your mouse pointer over anything of interest within the game 1 

online Help (click the Question Mark icon next to the Mini-Map) to remind ycKj cr i 
tant game functions, of keyboard hot keys you can use instead of the mouse, a-c rr 
statistics about your economy and your military. 

The rest of this guide manual details many of the specifics of Star Wars Gm 
Battlegrounds. Read on to learn more about how to lead your forces to victor* 



SECTION II: HOW TO PLAY A STANDARD GANfF 

Star Wars Galactic Battlegrounds lets you command the Galactic Empire, trre 
Alliance, and four other powerful civilizations in battle against each other, from a 
vantage point. Each civilization has particular strengths that you'll learn abo--t tm 
guide and also discover during confrontation. Though radically different in philosco^w 
and appearances, each civilization ultimately has similar aspirations—to becc-rr^ Urn 
greatest civilization In the galaxy. There are different means to this end. A civilizatK^ iiv 
wage all-out war against its rivals by building up its forces, researching powerful 
technology, and using these to vanquish its foes. A civilization may claim cultural 
ority by focusing on science instead of military might, and by using its collected 
erect a mighty Monument in its own name—a Monument that would humble any 
be rivals. A civilization may also succeed by sweeping the planetary surface and 
all of its priceless Holocron artifacts. For more details about each of the civilizatior^ »rc 
on victory conditions, refer to pages 14 and 18. 


Starting a Skirmish 

To begin playing Star Wars Galactic Battlegrounds right away, try a Standard 
Standard Games take place on randomly generated terrains by default, and thus 
provide a different experience. 

To start a Standard Game, select Single Player from the Main Menu, then see^ 
Standard Game. For now, just click the Start button to jump right in—but later, yo.l 
want to take the time to explore the many ways in which you can modify the Standa^ 
Game settings. Refer to Standard Game Types on page 17 for more information. 

Playing the Game 

NOTE; Be sure to turn Help on (click the Question Mark icon). This makes additional infor¬ 
mation appear onscreen when you float the mouse over interface features and units. 

In a typical Standard Game, you begin at Tech Level 1 (in which the technology ava^ 
able to you is very limited) with a Command Center, a handful of worker units, and a Scout 
Mech. These meager forces must help you make the first steps towards your goal o* 
expanding your civilization and eventually defeating any hostile civilizations in the area 

Initially, much of the Mini-Map will be covered in black—this represents your lack of 
reconnaissance data on your surroundings. You must scout the terrain, and begin gath¬ 
ering resources—food and carbon, and later also nova crystals and ore—which you'll use 
to build structures and units, and to research new technologies. This in turn lets you 


- -ce through the four Tech Levels, -r* u 
to even more new technology. 

-w-un* -acilities. Eventually, you'll be preoa^ec * 
o.r exponents with the armies you .e 
•u r^a^end yourself against theirs. 

-i soon as the game begins, it's tc 
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:ci:5 valuable resources in the immeciate *'C' 


o scroll your view of the map s;^c y 
-se pointer to the edge of the scree^ ^ 

-Cl, ,Msh to scroll. Alternately, you may use t 

- i.. be adjusted to your preference tr-e Occ 

To move a single unit, simply dic* c- •*_ "i 
" A • acknowledge your order and proceed :c 
~: vng your Scout Mech around the c-wts*; 

To move a group of units, press -oi 
-=rc jnd the units you wish to move, uat oc 
-coitional units may be added to a b-i ' 

j«::G»tional units. Once you have selectee a 
~e group to move there. Groups vv"- a^ee-'^a: 
tns—that is, more vulnerable un?ts : ry 

- ■ ts—and groups will always move a: 'aci 


The Four Resources 

'•'■ere are four resources that you 
Battlegrounds: carbon, food, nova cry^as sn 
rocklike carbon deposits, which you' 
as and animals such as nerfs and banthas 
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jsed for the purchase of many advancer 
patches of ore, which are used mostly fc' ■ 
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mine both of these in addition to gar-a'-' 
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:a through the four Tech Levels, which grant you 
to even more new technology, new units, and 
*r:-ities. Eventually, you'll be prepared to attack 
: coonents with the armies you've amassed, or 
:“'end yourself against theirs. 

-*►5 soon as the game begins, it's wise to send off 
Scout Mech to explore the nearby territory, and to 
*5 .aluable resources In the immediate vicinity. 

scroll your view of the map, simply move your 
. pointer to the edge of the screen in the direction 
. ■: sh to scroll. Alternately, you may use the keyboard ARROW keys to scroll. Scroll speed 
oe adjusted to your preference in the Options screen from the game's Main Menu. 

lo move a single unit, simply click on it, then right-click on Its point of destination. 

acknowledge your order and proceed to the new location as quickly as possible. Try 
; ng your Scout Mech around the outskirts of your base. 

To move a group of units, press and hold the left mouse button and drag a box 
. --d the units you wish to move. Let go of the mouse button to select them all. 

- :-tional units may be added to a group by holding the SHIFT key and clicking on the 
: tional units. Once you have selected a group, right-click a point on the map to order 
r group to move there. Groups will automatically array themselves into logical forma- 
:-5—that is, more vulnerable units will typically place themselves behind sturdier 

- ■ ’-s—and groups will always move at the rate of their slowest unit. 

^HE Four Resources 

■-ere are four resources that you will need to gather in Star Wars Galactic 
sattlegrounds; carbon, food, nova crystals, and ore. Initially, be on the lookout for trees 
:' rocklike carbon deposits, which your workers can extract carbon from; and berry bush¬ 
es and animals such as nerfs and banthas, which provide food. 

- o; Though workers can optionally kill docile creatures like nerfs 

BANTHAS AND QUICKLY EXTRACT A SUPPLY OF FOOD FROM THEIR BODIES, 

- VE CREATURES CAN ALSO PROVIDE A CONTINUOUS SOURCE OF FOOD BY BEING 
3ARRISONED IN AN ANIMAL N U R S E R Y—Y O U ’ L L B U I L D ONE SHORTLY. 

Also be sure to take notice of greenish patches of nova crystals, a precious commodity 
-sed for the purchase of many advanced units, structures, and technology; and purple 
catches of ore, which are used mostly for reinforced defensive structures. You don't need 
:o start gathering nova crystals and ore just yet, but your workers will eventually need to 
mine both of these in addition to gathering carbon and food. 

Nova Crystals 
□ RE 

Population 



Resource Indicator 


The Resource Indicator tells you how many resources you have stockpiled, your current 
population and how many units your existing housing will support. 



























































To collect resources, select a worker unit and right-click on the ccr-^.: 
resource patch. The worker will automatically gather as much of the resou-'ce t: 
carry, then return the surplus to the nearest storage facility—either you" 

Center, or a dedicated resource processing plant that you have built. The worxe-* 
repeat the process, and continue to do so until the resource supply is entirely r 
unless you order it otherwise. 

Your few workers won't be enough to sustain your economy. You can bu r —- 
the Command Center. 

To build a worker, select the Command Center and 
click on the Create Worker button in the lower-left hand 
area of the interface. Fifty units of food—which feeds 
the Ugnaughts who in turn build the worker droids 
inside the Command Center—will automatically be 
deducted from your reserves, and production will begin. 

You'll see a percentage indicator showing the manufac¬ 
turing progress. Soon, your new worker will be com¬ 
plete, and will appear towards the bottom side of your 
Command Center. Select It and get ready to order it to 
build a structure. 

Population Limits 

Once you've built your worker, you'll notice you can't build any more. That's b-ec?. 
you've reached your population limit—the maximum number of units that your c 
tion can sustain. Your civilization is still very young—your Command Center supports : ’ 
five units. Fortunately, inexpensive buildings called Prefab Shelters may be construce-c 
increase your population limit by five units at a time. (Later, you'll be able to build =^;: 
tional Command Centers, as well as Fortresses that support 20 units.) You must con -, 
to Increase your population limit as long as you intend to keep constructing units. ’ : 
that the default maximum population for a civilization is set to 75 units, though r 
adjusting the parameters before a scenario, it can be set as high as 200. 

To increase your population limit, select a worker, click the Buildings button, 5 -.; 
then click the Prefab Shelter button. You'll see a ghost image of your Prefab She^- 
appear in place of your pointer, and can then proceed to build the structure by clic« 
on any unobstructed location. Invalid locations will cause the ghost image to turn r^: 
Once you choose a site for your building, your selected worker will proceed there a-c 
begin construction. Other workers can be used to accelerate construction. 

Tip; Unlike other civilizations, the Trade Federation and its robd- r 

ARMIES HAVE NO NEED FDR PREFAB SHELTERS, AND THUS CANNOT B U r ^ Z 
THEM. The Trade Federation still cannot exceed the population liv - 
AND CAN ONLY BUILD UP TO IT. 

Your worker may stop to await further orders once your Prefab Shelter is complete 
You'll notice this when the Idle Worker button begins flashing next to your Mini-Mac 
Click on it to center your view on the idle worker, and prepare to order the worker to but.' 
another structure. 
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* vital to your economy. Before us^'-c ^ a - - 
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Building Your Base 
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:a:hering by creating dedicated rescu.^ce-c-are^ " 
good place to start—It can really he^p o.. -c -cl 
■: j to build Mounted Troopers once you c. c a ~ 

To construct an Animal Nursery se-e-r a 
: .ck the Buildings button, and then c cv 're - 
hjrsery button. Place the foundation *c' r - 2 -' 
Nursery somewhere close to your Comfr'-a-o Cr * - 
snortly, your worker will finish the job 

Now, you'll wish to garrison all your r -«=! 
n your Animal Nursery, so that they car s-cc- 
ization with a continuous source of toc-c 

To garrison units in a building se ecc a 
hold down the ALT key, and right-clici c" r . ' 
You'll see your banthas or nerfs disacc-ea' t c 
building. If you now select the Animai : 

bottom of your screen indicates how u*aai. 

you've stored, the faster your food suoc - 'c 
new workers. 
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^^ERING FOOD 

;; '.'•e most important resource in Tech Level 1. You need it to build more workers, 

c vital to your economy. Before using valuable carbon to make Farms, take advan- 
:r r -jnting, gathering and fishing. 

r!. a fruit bushes are an invaluable source of food in Tech Level 1. Look for them near 
" Iz-'^mand Center. To gather fruit, select a worker and then right-click on a fruit bush. 

-an the muja fruit bushes have been consumed, you can use your workers for hunt- 
5a cautious, however, as some animals—rontos, dewbacks, and falumpasets—will 
:::< .vorkers trying to hunt them. Other animals, including eopies, kaadus, cu-pas, and 
~cc<s, will not harm your workers. To hunt an animal, simply select a worker or group 
: '<ers and right-click the animal you wish to hunt. It is best to send several workers, 
“ ' f meat from an animal begins to decay the moment it is killed. More workers will be 
v: - gather the meat faster and make the most of the animat. 

-'S-mg is another good source of food. Select a worker and then right-click on patches 
-that are near the shore. 

- all cases, workers will gather food at the location you assigned them until all 
-rcy food runs out. Hunters will kill other nearby animals that are within their line of 
: - * and fishing workers will move to other patches of fish. Building a Food Processing 
^ -:er near a large supply of food, such as muja fruit bushes or animal herds, will great- 
- 'j’ease food production. Note that not all maps have muja fruit bushes or large pop- 
r ons of wild animals. Space maps, for example, may just have a few mynocks. 

Building Your Base 

you should continue to produce workers and also start to optimize your resource 
; ;-mering by creating dedicated resource-gathering facilities. An Animal Nursery may be 
. good place to start—it can really help build your supply of food, and it will also allow 
to build Mounted Troopers once you build a Troop Center. 

To construct an Animal Nursery, select a worker, 

: .ck the Buildings button, and then click the Animal 
.^rsery button. Place the foundation for your Animal 
. jrsery somewhere close to your Command Center, and 
"ortly, your worker will finish the job. 

Now, you'll wish to garrison all your nerfs or banthas 
- your Animal Nursery, so that they can supply your civ- 
zation with a continuous source of food. 

To garrison units in a building, select some units, 

-old down the ALT key, and right-click on the building, 
mu'll see your banthas or nerfs disappear Inside the 

building. If you now select the Animal Nursery, you'll notice that the Status Area at the 
bottom of your screen indicates how many creatures you've stored. The more creatures 
you've stored, the faster your food supply will increase. The food is essential for building 
new workers. 
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Troop Ccmtcs 


iTtP: You CAN SAFELY GARRISON MOST GROUND UNITS IN MAS.- -- 
• STRUCTURES. TRY GARRISONING COMBAT UNITS IN STRUCTURES .• -- 

I CAPABILITY, SUCH AS TURRETS AND FORTRESSES, TO PROTECT Tr-E _ - 
^ALSO TO INCREASE THE ATTACK POWER OF THE STRUCTURES. 

Now that you're receiving a steady amount of food, you may wish to o- : - 
Processing Center as close to a large nearby source of carbon as possible. Qrc^ : 
tion Is complete, your worker will automatically begin gathering the resources 
bon will let you construct new buildings. 

As your surplus of resources begins to grow, and as you continue to p^c:. 
workers and more Prefab Shelters to accelerate your economy, you'll also wa^-* • 
creating some basic military forces. Begin by ordering a worker to build a Trocc 

To construct a Troop Center, select a worker, click 
the Military Buildings button, then click the Troop Center 
button. Other military buildings will later become avail¬ 
able from this menu. Place the foundation for your Troop 
Center near your Command Center, like any other build¬ 
ing, and shortly, your worker will complete the facility. 

Once It's finished, you can use it to begin producing 
Trooper Recruits. However, your Troop Center—and your 
Animal Nursery, for that matter—are currently unpow¬ 
ered, and are running at just 25 percent of their maxi¬ 
mum efficiency. You'll need to provide energy to these 
facilities before they're to become reasonably productive. 

Powering Up Your Base 

You need to order a worker to build a Power Core next to unpowered structures in oroe- -j 
those structures to begin operating at their maximum capacity. Without a Power Core. d,. : 
ings operate at 25 percent of their effectiveness. Therefore, creating units, researchirc ^ 
grades, and gaining food from the Animal Nursery will take 75 percent longer without a 
Core. Though most buildings require a Power Core for maximum efficiency, some do not, 
ing Prefab Shelters, Command Centers, Turrets, Fortresses, Walls, Farms, and AquaHarves^. 

To build a Power Core, select a worker, click the 
Buildings button, and then click the Power Core button 
The ghost image of the Power Core will appear, allowing 
you to place the structure just like any other—however, 
note the bluish oval surrounding the Power Core. All your ( c : : 
buildings Inside this area will be powered by the Power ^ 1 - j 

Core once It's built, so try to place it so that it will power 
both your Animal Nursery and your Troop Center. There 
should be plenty of room for additional buildings, too. [ 

Once the Power Core is built, your buildings will be 
in perfect working condition. The Animal Nursery will 
provide food faster, and the Troop Center will produce 
Troopers more quickly. You can easily see if a building has power once it is built. Powerez 
buildings have glowing green lights, while unpowered buildings have blinking red lights. 
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-DING Your Units 

: _ re ready to train a Trooper Recruit, a lightly armed and armored ranged attack 
■'‘^ese are vital units for early defense and attack. 

train a Trooper Recruit, select the Troop Center 
:c ihe Trooper Recruit button. The required amount ® 

:*-'ces to train a Trooper Recruit will be automatically . 

from your reserves, and training will begin. I*:! ‘ # 

-3> click the button multiple times to queue up j . 

Trooper Recruits for production, who will be % 

et one at a time. You can queue up five units at a time 
'jdmg the SHIFT key while dicking. To cancel unit : 

:. mon or remove a unit from the queue, simply click I 
. r^jre in the Status Area at the bottom of the screen; y||g^j^ PBdPEp^ 

. ‘.indsforthesecanceled units will be returned in full. 

When you q?UEUE up multiple units for production, you pay for 
. : UP FRONT. Be MINDFUL OF THIS —FOR INSTANCE, IF YOUR PRODUCTION 

_:TY IS DESTROYED WHEN YOU HAVE UNITS IN THE PRODUCTION C? U E U E, 
-ZBEi EXTRA RE S O U RC E S W I LL BE LOST, 

.3 you already have an Animal Nursery, you may also train some Mounted Troopers to 
. :cort your Trooper Recruits. Mounted Troopers have a powerful close-range attack. 

Exploring the Map 

- rou grow your military and continue stockpiling resources, take the time to explore 
Ti-' surroundings more fully using your Scout. To explore the map, select your Scout 
i-ch and right-click anywhere in the black areas, either on the main map or on the Mini- 
ro in the bottom right-hand corner of the screen. Barring any obstacles, your Scout will 
-•-Keed to that point, revealing the map as it moves. 

" =: You CAN QUEUE UP MULTIPLE MOVE ORDERS BY SETTING WAY POINTS, BY 
-CLDINB DOWN THE S HI FT KEY AND RIGHT-CLICKING. FOR MORE INFORMATION 
WAY POINTS, SEE PAGE 2-4. 

your Scout uncovers the unrevealed parts of the map 
: A leaves the immediate area, you'll notice a semi- 
'^nsparent fog-of-war will cover that area. This repre- 
sents a point you've explored, but no longer have 
-etailed information about. You can still see the terrain, 

:jt will not know what Is going on in that area unless ^ 

«ou have a unit or building in the immediate vicinity. 

R}r instance, if you happen to discover the position 
of another civilization's base, and promptly leave the 
area, you will only retain a snapshot of this rival 
machinations—you will not be able to see his/her every 
move unless you have units within visual range of the 

Tip: Take notice of Holocrons early on, which Jedi and 

SITH UNITS CAN COLLECT and RETURN TO THEIR TEMPLES TO 
GENERATE A CaNTiNUOUS SUPPLY OF NOVA CRYSTALS. IjH 
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Advancing in Tech Levels 

By now you are prepared to advance to the next Tech Level. There are a 
Levels in Star Wars Galactic Battlegrounds, and each successive Tech 
significant technological advantage over its predecessor. 

To advance to the next Tech Level, select your 
Command Center and click on the Advance to Tech Level 
2 button. You'll need 500 food and three different Tech 
Level 1 buildings in order to be able to use this option. 

NOTE: Prefab Shelters don't count as new buildings 
towards earning a new Tech Level. 

If you've gathered the necessary resources and built 
enough Tech Level 1 buildings to develop the upgrade, the 
research will begin. You'll hear a distinctive chime and notice 
your buildings have advanced once you reach Tech Level 2. 






Tip; You’l-L hear a chime and see a message onscreen when your ® 

ADVANCE TO THE NEXT TECH L E V E L-AND THEY’LL KNOW WHEN YOU DC 

KEEP IN MIND THAT YOUR COMMAND CENTER WILL NOT BE ABLE TO P R O C C C 
WORKERS, OR DO ANYTHING ELSE, AS IT RESEARCHES TECH LEVEL U P G R < 


Upgrading Your Forces 

Once you've advanced to Tech Level 2, you'll notice that your workers have more 
ing options available. You may wish to construct some of these, such as the Meet 
or the War Center. Be sure to place them in range of your Power Gore. Also, your . snass* 
structures will have gained new technology research options. First, try using yo^' 

Tech Level 2 technology to upgrade your Trooper Recruits. 

To upgrade your Trooper Recruits to more powerful Troopers, select your "-3 j-S' 
Center and click the Research Trooper button. If you have sufficient resources " 5 -^ 
research will begin. Once finished, all your existing Trooper Recruits will be upgracec 
Troopers, and you will be able to produce Troopers from that point forward. 

You may proceed to upgrade your Mounted Troopers in a similar fashion. As you 
tinue to advance in Tech Levels, you will see more and more upgrades become av^^ 5 ®^a? 
in the Troop Center and in other military buildings, which will allow you to enhance 
units' speeds, lines of sight (LOS), and more. 


Farming for Food 

Your initially limited sources of food will likely have run dry at this point, so one wav 
continue producing large quantities of the resource is to build Farms. Before you 
build Farms, you need to build a Food Processing Center. Your workers can return * -r 
food to this structure, and it also lets you research technology to improve food productc^^ 

To build a Farm, select a worker, click the Buildings button, and click the Farm bu' 
ton. Farms are built from carbon, and multiple Farms can quickly sap your reserves of 
resource, so make sure to have ample workers on carbon before committing to farmirc 
Place the Farm as close to either your Command Center or your Food Processing Center ss 
possible. The Farm will be built instantly, and the worker will immediately begin workirc 
on it. Only one worker can work on a Farm at any given time. 
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Attacking Hostile Forces 

“ ;-j’ve amassed a sizable force o* :: 
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To repair or heal units, see Repairing a" : -ea' t 
details. Medics and workers can heal anc: "eoa: * ""c-r 

: ■ Tip: No unit may move and attack j-" 
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a while, the Farm's resources will expire. At that time, you may replant it by 
- - g its worker and right-clicking the expired Farm. This costs the same amount of 
..r as it does to build a new farm, but it's faster. Alternately, you can queue up Farms for 
-*_ng at your Food Processing Center, though you will have to pay the carbon up front. 

Researching New Technology 

, improve the quality of your forces in other ways besides upgrading them directly. 
: 5 War Center if you haven't already—the War Center lets you upgrade many general 
;eci5 of your military. 

To research a new technology, simply select the corresponding building—in this 
the War Center-—and click the technology you wish to acquire. Try researching the 
" 5 fy Focusing Coils technology, which will make your Troopers' blasters more powerful. 

Build some more Troopers while waiting for the research to complete, and remember 
- 'cep track of your population limit. 

Attacking Hostile Forces 

cu've amassed a sizable force of upgraded Troopers, 
re ready to mount an assault. First, pinpoint the 
ration of a hostile civilization using your Scout, if you 
-a.en't already. Then, select your Troopers by left-clicking 
•~d dragging a box around them, or double-click to 
r-ect all units of one type, and send them toward the 
ication of your foes. 

To attack hostile units or buildings, simply right- 
r:-ck the target of your choice when you have military 
-uts selected. Not all units can attack all targets—for 

-stance, most ground units cannot attack aircraft, whereas anti-air units can attack air- 
raft units, but not ground units. Some units have a minimum effective range, meaning 
"^ey cannot attack hostile units that get too close. Also note that units given move orders 
the vicinity of hostile forces will promptly cease their attack and give priority to mov- 
ng to their destination before continuing to engage any nearby assailants. For more 
nformation on units, see Section VII; Units on page 35. For more information on 
advanced unit control, see Section IV: Battlefield Control on page 20. 

To repair or heal units, see Repairing and Healing Units in the Appendix on page 68 for 
details. Medics and workers can heal and repair most units and buildings. 

Tip: No unit may move and attack at the same time. 

Tech Level 3 and Beyond 

You will have many options available to you at this stage in the battle—there are many 
paths to success. Generally, it is important to have plenty of workers gathering all four 
resources. When you have an excess of carbon, you may wish to build any military buildings 
that you haven't already, such as the Mech Factory and the Jedi/Sith Temple. If water is 
nearby, you may wish to expand your production to the sea by building a Shipyard. The 
sea is a valuable source of food, and building military Ships can give you a tactical advantage. 




















































Once you have built two Tech Level 2 buildings and 
have gathered 800 food and 200 nova, you may 
advance to Tech Level 3, at which point you gain access 
to many more technologies and several new buildings, 
such as the Air Base. Aircraft produced at the Air Base 
have unlimited mobility and cannot be hit by most 
ground forces, except for those equipped with anti-air 
weapons. 

At Tech Level 3, you may also build a Fortress, which 
gives you access to your civilization's unique unit, and 
eventually Its Cannon, an extremely powerful weapon 

for use against buildings (and any forests that stand in your way). Furthermore, 'e:- .- 

3 gives you the opportunity to upgrade your Jedi or Sith units to Jedi Knights ; . ^ 
Knights. These units can be used to convert hostile units to your side. You may a:>: :. - 
a Heavy Weapons Factory at this stage. Heavy Weapons are specialized support .’. r;-: : ' 
that can be extremely effective In their Intended roles. For more Information or c - ' 

these units, consult Section VII; Units on page 35. 

As you expand, be mindful of defending your base—you wilt be able to build 
sive Turrets and Walls, which can keep your foes at bay. When you finally advance:: 

Level 4, you will be able to research the ultimate technological upgrades, maki.^-g „ 
existing forces as powerful as can be. For more information on all of these technc-c*:^. 
refer to Section Vlll: Technologies on page 46. 

Winning a Battle 

In a standard random map game, you win by destroying all of your rival civilizar :- 
structures, by capturing and controlling all Holocrons on the map for a certain pence 
time, or by building a Monument and defending it for a certain period of time. Other 
tory conditions are available in some of the other modes of play. For more inform?--: 
on these, refer to Modes of Play on page 16. 

SECrrON III: FURTHER DETAILS 

This section goes into further detail about the six different civilizations available in St^ 
Wars Galactic Battlegrounds, and describes its gameplay options. Interface features, =:-c 
various control mechanics in further detail. For best results, you should be comfortat>»': 
with the lessons from Section II: How to Play a Standard Game on page 6 before delvi'-^ 
into this section. 

The Six Civilizations 

star Wars Galactic Battlegrounds lets you command one of six powerful, 
different civilizations: 

Trade Federat;ion 

A conglomerate of interstellar traders and merchants, the secretive 
Trade Federation became wealthy enough to build its own power¬ 
ful military consisting almost entirely of robotic fighting units. The 
greedy Neimoidian leaders of the Trade Federation—Nute Gunray 
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' Haako—decided to deploy this mechanized arsenal on the wealthy planet 

■: The Trade Federation's droid armies have no use for Shelters like the other civi- 
:“-s do, allowing the Trade Federation to quickly mobilize its military. On the other 
the Trade Federation's worker droids are somewhat less efficient at gathering car- 
•“^n the workers of the other civilizations. _ 

ai Naboo 

^yal Naboo have a long history and a rich culture. Though inclined 
'ds peace, the Royal Naboo nonetheless have highly advanced mil- 
technology and no short supply of willing, loyal soldiers with 
- to employ it. Furthermore, the lavish architecture of the J 

Naboo is made possible by Its highly efficient workers, who \ I 

iso mine invaluable nova crystals at a significantly faster rate 
the workers of other civilizations. BBEBMIfekyW I 


Sungans 

r -'orising a number of different tribes, ^^t^ Gungans are an amphibious 
: :e that Is indigenous to the planet Naboo. The Gungans lack much in the 
: / of traditional technology, but they have actually learned to genet - J k _ 

:i, ?y engineer various weapons and vehicles, and even beasts, that 1 
r just as effective. Their natural predilection towards water grants 
-r Gungans an exceptional navy—-in particular, their Frigates are 
-, :y submersible, and undetectable by normal means. Furthermore, 

-e Gungans have the unique ability to construct underwater Prefab Shelters. They are a 
r-'ave civilization who are prepared to defend themselves against any incursions. 

Galacbic Empire • ^ 

-eaded by Emperor Palpatine, the Galactic Empire represents the oppres- 
s.ve remnants of the Old Republic. The Galactic Empire has superior 
-echanized armies, including the mighty AT-ATs. It also commands 

of ruthless stormtroopers, the faceless enforcers of the r \ ^ 


egions 

Emperor. The Empire even plays host to a contingent of SIth T 
<nights, skilled in the dark side of the Force, who are capable of 
oending any would-be insurgents to the Empire's cruel will. 

Rebel Alliance 

Once just a small underground movement to suppress the expansion of ^ m 
the Galactic Empire, the Rebel Alliance grew to become the Empire's great- . 

est threat. The Rebel Alliance is particularly renowned for its air force and 

its extraordinary pilots. However, the Rebels are a powerful, indus- -ff 

trious faction all around—even their modest worker droids are 
exceptional, in that they can gather food from Farms at a slightly 
faster rate than any Other civilization. 

Wookiees 

This hulking, fur-covered race is often perceived as being primitive, perhaps because Its lush 
home world of Kashyyyk is densely covered in foliage and also because Wookiees are reluctant 
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to wear clothing. But in fact, among the Wookiees are many brilliant scien¬ 
tists and engineers who, in the face of the threat of Imperial slavery, man¬ 
aged to develop many powerful weapons. Their heavy weapons and 
aircraft are especially powerful, as are their Troopers, who fight with 
unbridled ferocity. 

These civilizations are ail featured prominently in the six unique 
single-player campaigns of Star Wars Galactic Battlegrounds. 

MODES OF PLAY 

The following modes of play are available in Star Wars Galactic Battlegrounds 

Campaigns 

star Wars Galactic Battlegrounds lets you relive the 
historical trials and tribulations of its different civilizations 
In six distinct campaigns. Command the Trade Federa¬ 
tion, the Gungans, the Rebel Alliance, the Galactic 
Empire, and the Wookiees, and lead these diverse armies 
in epic battles to historic victories. Note that no cam¬ 
paign for the Royal Naboo is available, although they 
figure into the Gungan campaign. 

To play a campaign game, click Single Player on the 
Main Menu, and then click the Campaign option. Then, 

select the campaign you wish to engage in. You may play any of the campaigns - 
order. The Basic Training campaign (the first) occurs prior to the events seen in Star , 
Episode I The Phantom Menace, while the Wookiee campaign (the sixth) takes place 
Star Wars: Episode VI Return of the Jedi. When you finish each campaign, one or ■: 
bonus missions will become available. 

Custom Campaigns 

This option lets you play a custom scenario or full campaign, built using the Seer.?- 
Editor thafs included with Star Wars Galactic Battlegrounds. More details on ~-- 
Scenario Editor are available on page 19. 

To play a custom campaign game, click Single Player on the Main Menu, then c-: 
the Custom Campaign option. Then, select the player-made scenario or campaign you v. 

Saved Games 

If you previously saved your progress during a campaign mission, a custom campaign sce¬ 
nario, a standard game, or a multiplayer game, you may continue playing from that poi^* 

To continue playing a previously saved single-player game, click Single Player o^ 
the Main Menu, and then click the Saved Game option. Now select the saved game yo-- 
wish to pursue. 

To continue playing a previously saved multiplayer game, click Multiplayer on the 
Main Menu, and select your connection type. If you are hosting the game, click the 
Restore button and choose the saved game you wish to continue. If you are joining the 
game, select the game from the Games list. 
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S^^NDARD Games 

. .^n-ended option lets you set up a battle to your 
cecifications and take on up to seven other civi- 
■either player-controlled, computer-controlled, 

“ e of each. Whether you're just learning to play or 
: eady an experienced commander, the Standard 
-- zotion will provide you with unlimited challenges. 

"c play a Standard Game against the computer, 

S ngle Player on the Main Menu, click the Standard 
-a option, choose the battle settings you prefer, and 
Start. For help with battle settings, simply float 
. mouse over any of them and look for the details near the bottom of the screen. 

o play a Standard Game against a live opponent, click Multiplayer on the Main 
' r-select your multiplayer connection type from the available options, then click on 
- Tr:e if you are hosting the game, or Join if you intend to participate in a game anoth- 
z-ayer created. You will then be transferred to a screen similar to the single-player 
z-dard Game menu, only you will be able to play against human players along with 
outer-controlled players. If desired. See page 55 for details on multiplayer play. 

Standard Games, whether for one or more players, are very open-ended. You may set 
Standard Game's options to your preference by using the various drop-down menus 
: - ; see on the screen. Options include the following: 

Standard Game Types 

c-j can customize everything about a Standard Game, starting with the game type. The 
t.^owing game types are available: 

• Random Map: The terrain will be randomly generated, and standard rules will apply 
unless you dictate otherwise. 

• Terminate the Commander: Each player begins with a Fortress and a Commander 
unit, and the object is to eliminate the opposing commanders. Here, the Fortress' 
Bothan SpyNet technology (the ability to see what your opponent sees) is replaced 
with a Commander Locate ability, which can be used to temporarily reveal the location 
of rival Commanders. 

• Death Match: You begin with plenty of resources, and may create an army and attack 
your foes almost immediately. 

• Scenario: You may engage in a custom-built scenario that was constructed using the 
Scenario Editor provided with the game. 

• Commander of the Base: You must capture a central Monument and defend it until 
the countdown ends in order to win. Other players can seize the Monument if all of 
its defenders are eliminated. 

• Monument Race: You engage in a purely economic war against other players, in order 
to be the first to complete a Monument. No military actions are allowed in this mode. 










































• Defend the Monument: You begin with a Monument and must defenc * .mi' 

conGerted effort to destroy it by all your opponents. 

Besides game type, you may toggle many other standard game parametefs - r- sm 
fully explained on the Standard Game menu. Regardless of the game type jC- low 
the interface used to control your forces will remain constant. 


Choosing a Map 

There are many different types of terrain available in the Standard Game nx> 3 f . 
Wars Galactic Battlegrounds, and you can choose from these by changing yc 
tions in the Map Type and Location drop-down menus. The various map t.-re 
described in detail below the drop-down menus. As a rule, the setting you c^ 

Map Type will affect the available options in Location. Map Type offers a choice 
the Standard and the Star Wars Locale options. The Standard setting lets you se^r ^ 
a variety of general locations, such as Savannah and Forest. The terrain will be 
generated each time you play. On the other hand, the 5tar Wars Locale setting e-_ 
compete against rival civilizations in a variety of authentically modeled Star Wars ' 
from the desolate, sand-covered surfaces of Tatooine to the frozen wasteland c* 
Though the terrain is generated randomly, it will still have the characteristics of a 
ular locale. Hoth will be icy; Dagobah swampy. 


Victory 


Conditions 

Random Map games give you the option to choose from five different victory cone - 
which determine how the winning player will be selected. The victory conditions a* 


Standard: Awards victory to the first player who either defeats all rival civilizatt; 
collects and holds all Holocrons on the map for a designated time, or builds 
defends a Monument for a designated time. 

Conquest: The victor must defeat all other rivals—Holocron victories and Monc- 
victories are not permitted. 


Time Limit: The player with the greatest score at the end of a particular time li" 
the winner. 


• Score: The player who is first to earn a particular score wins the match. 

• Last Person Standing: There is no allied victory. Team members must ultimately 
on each other until there is only one player left. NOTE: This victory condition is 
available for multiplayer games. 

Regardless of which game type and victory condition you choose, your score will be c s- 

played at the conclusion of every match. 

About Scoring 

Your score in Star Wars Galactic Battlegrounds is derived from a number of factors. 

• Resources added to your stockpile translate to 1/10 of a point per unit. That is, if a 
worker deposits 10 units of carbon, one point is added to your score. 

• Spending resources to construct buildings, produce units, and research technologies 
adds 1 point to your score for every 10 resources spent. Thus if you spenc 
50 food to make a worker, you receive 5 score points. 
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: .ed by a ferocious Wookiee. yo^ : - 
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irC" 1 percent portion of the 
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Saving Your Progress 

i.e your progress at any time c..' 

. *:m Campaign mission, or a muK ca -- 
■ "ght side of the interface (or hi: ^ 

. I'-ption for your saved game. 


Exiting the Game 

cult playing Star Wars Galactic Ban ey 
-T Menu button on the right side o^' —e 
' 5 multiplayer game, click Resign Vc- 
a,gn. Alternately, you may press ALT-=- <■ 
: - ^ decision. 


JsiNG THE Scenario E: 

.':ar Wars Galactic Battlegrounds -ea’- 
:-j set up and stage your very own 5:f' 
rcenarios together in a Custom camca g- 
getting started using this powe'^- 


^PDRTANT notice: YOUR USE C" ' 
; SOFTWARE LICENSE TO WHICH -0_ 
3, WITHOUT limitation, ALL 

1 _ s E o F T H E Scenario Editor, aw: 
I CREATE scenarios AND C U S T O : 

|_SE, OR FOR FREE D 1 S T R I B U T ■ O «» . * 

*-ERCIALLY DISTRIBUTE ANY PROS- 
-f'lTHDUT LIMITATION, ANY SCENX= : 


To access the Scenario Editor c? c* 5 
options will become available: 

• Create Scenario, for building ne.*. 

• Edit Scenario, for modifying preex^ 

• Campaign Editor, for linking sce-^^ 


Crealsing or Editing Scenaros 

When you opt to either create a re.% ' 
that the Scenario Editor screen fea^-'f-' 
you'll find within the game itsetf. C.'e5"c : 
your mouse. 
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jiiir e' controlling the Wookiee would gain those points. 
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Saving Your Progress 

T :. 3 ,e your progress at any time during a Standard Game, a Campaign scenario, a 
.^vrcm Campaign mission, or a multiplayer game, locate and click on the Menu button 

. “ght side of the interface (or hit the F10 key) and click Save. You may then enter a 

:->:nption for your saved game. 

Exiting the Game 

cjit playing Star Wars Galactic Battlegrounds at any time during a match, click on 
re Menu button on the right side of the interface (or hit the F10 key) and click Quit. Or 
~ 3 multiplayer game, click Resign. You will be prompted to confirm before you quit or 
rsgn. Alternately, you may press ALT+F4 keys to quit. You will be prompted to confirm 
decision. 

USING THE Scenario Editor 

Star Wars Galactic Battlegrounds features a complete Scenario Editor that not only lets 
CO set up and stage your very own Star Wars battles, but even lets you link several such 
^narios together In a Custom campaign. The following section provides a brief overview 
getting started using this powerful tool. 

-'PORTANT Notice:: your use of the Scenario Editor is subject to the 

; = CFTWARE L.ICEN SE TO WHICH YOU AGREE BY USING THE S O FT W A R E , I N C L U D* 
>*G, WITHOUT LIMITATION, ALU TERMS AND CONDITIONS PERTAINING TO THE 

.SE OF THE Scenario Editor. Among other things, you are entitled to 
[create scenarios and custom campaigns for personal recreational 
-^SE, OR FDR FREE DISTRIBUTION. YOU ARE NOT PERMITTED TO SELL OR COM- 
YERCIALUY DISTRIBUTE ANY PRODUCT OF THE SCENARIO EDITOR, INCLUDING, 
.iTHOUT LIMITATION, ANY SCENARIOS AND/OR CUSTOM CAMPAIGNS. 

To access the Scenario Editor, click Scenario Editor on the Main Menu. Three different 
options will become available: 

• Create Scenario, for building new scenarios from scratch. 

• Edit Scenario, for modifying preexisting scenarios. 

• Campaign Editor, for linking scenarios together into campaigns. 

Creat:ing or Editiing Scenarios 

When you opt to either create a new scenario or edit an existing scenario, you'll notice 
that the Scenario Editor screen features an interface that's reminiscent of the interface 
you'll find within the game itself. Creating scenarios is relatively simple—you only need 
your mouse. 









































The buttons along the upper-left-hand side of the 
screen represent the various global options you have 
available. These buttons give you access to placing vari¬ 
ous units and terrain features on your map, as well as 
event triggers, and more. 

Whenever you press one of these buttons, the con¬ 
textual options at the bottom-left-hand corner of the 
screen will change, allowing you complete control. 

The Scenario Editor is documented within the pro¬ 
gram itself. Simply float your mouse over elements on 
the screen for more information. 


To save your scenario, click the Menu button in the upper-right-hand corr 
Scenario Editor, and click Save or Save As. 


To test your scenario at any time, click the Menu button, and click Test. 

To return to the Scenario Editor from a testing session, click the Menu buttor 
interface and click Quit Current Game. 





Creat:ing a Cust;om Campaign 

The Custom Campaign option lets you string several scenarios together in sequence 
the six single-player campaigns featured In Star Wars Galactic Battlegrounds : 
note that your Custom Campaigns cannot contain transitional screens between see' 

The Campaign Editor interface is simple. To create a new campaign, first type a 
name In the Campaign Filename box, or select an existing campaign to modify it. 

Then, choose a preexisting scenario from the Campaign Scenarios box and die- - 
to include it in your campaign. The Campaign Scenarios box will list the scenarios ^: - 
chosen in the order in which they will appear in your campaign. To change the ore- 
which the scenarios will be played, click on a scenario in the Campaign Scenarios 
then use the Up and Down buttons to shift a scenario's position in the campaign 
remove a scenario, use the Remove button. When you're finished, click Save. 

In the next section, you'll learn more about the Interface and also about how to “r 
full use of your forces in battle. 


SECTION IV: BATTLEFIELD CONTROL 

This section gives you more detailed information on how to control your military fo'ce 
In battle, beginning with a close look at the game interface. 


The Interface In Depth 

Though the In-game interface for each of the six civilizations is superficially differe^- 
you'll notice the same basic set of features along the bottom portion of the screen: 

Command Menu and Status Area 

The left-hand portion of the interface consists of a context-sensitive Command menu ar: 
Status Area, which change depending on which unit or structure you have selected. Fc 
worker units, the Command menu will give access to their various building, repair, an-z 
resource-gathering options. For military units, you can set their behavior. The Status Area 
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Interface Commands --—— Mini-Map 

n detailed statistics on whichever unit or structure you have selected. If online Help 
noat your mouse over any icons in the Command menu and Status Area, and addi- 
•nformation will be made available. 

: js Indicators 

; ,e the Status Area, you'll see a row of four circular context-sensitive indicators, which 
-- jp depending on whether a selected unit or building has particular abilities. From 

- '3 right, these are: Shield Indicator, for whether the unit or building is shielded; Power 
: cator, for whether a building is in range of a Power Core and thus operating at peak 

: ency; Stealth Indicator, for whether the selected unit is invisible; and Detector 
: :ator, for whether the unit or building has the ability to detect stealth units. 

Tcn Level Display 

5 cent to these indicators, you'll see a notice of which Tech Level you're currently at. 
ni-Map 

the right of the Status Area, you'll see the diamond-shaped Mini-Map, which repre- 
-ts the entire terrain. In the bottom left quadrant of the Mini-Map, you'll see the Idle 
.orker button, which flashes when one or more of your workers is standing by. In the 
-coer-right quadrant of the Mini-Map, you'll find buttons that allow you to toggle 

- or off various advanced interface commands (off by default); and floating help mes- 
:-ges (on by default). The advanced interface commands are described in more complete 

'riail below, 
resource Indicators 

-oove the Mini-Map, from left to right, you'll see numerical indicators telling you how 
-'^uch carbon, food, nova crystals, ore, and population you have. 

Menu Systems 

Along the far right, from top to bottom, there are five icons that respectively let you 
access the Game menu; the Objectives menu; the Chat menu; the Diplomacy menu; and 
the in-game Technology Tree, which shows all the units, buildings, and technology avail¬ 
able to your civilization. 

Try to familiarize yourself with all of these interface features. 

Advanced Interface Commands 

You may toggle on various advanced interface commands by clicking on the Advanced 
Commands button near the upper-right-hand corner of the Mini-Map. Advanced com¬ 
mands give you more flexibility with your Mini-Map display, your unit control, and your 
unit behavior. Specifically, advanced commands enable the following interface options: 
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Advanced Mini-Map Options 

• Advanced Commands 

Turns on advanced interface commands. 

• Online Help 
Toggle in-game Help on/off. 

• Toggle Stats On/Off 

This option reveals or hides the statistics displayed onscreen by default. 

• Economic Mini-Map 

Displays only resource-gathering buildings, resources, trade buildings, and trace 
on the Mini-Map. Onscreen statistics will show your total number of workers c. “ _ 
and any resource exchange rates that apply at your Spaceport. 

• Normal Mini-Map 

The default setting shows all resources, military and economic buildings and —;ir 
Onscreen statistics show each player's overall score when stats are on. 

• Combat Mini-Map 

Displays only combat units on the Mini-Map. Onscreen statistics will show your ^^21 
numbers of combat units according to class. 

• Hide Terrain 

Hide terrain to increase performance. 

• Flare Allies 

In a multiplayer scenario, allied players will see a flashing indicator on their Mini-V^.^ 
when you use this option. Use this to draw the attention of your allies. 

Advanced Unit; Optiions 

• Patrol: To make a unit or group of units move back and forth from one po - 
to another, firing on any opponents that enter into range, select a unit 5 
group, click the Patrol button, and select a destination. The unit or group 
begin patrolling back and forth between its point of origin and the destinatio-^ 

• Guard: Units may be ordered to guard other units or buildings by selectrc 
the unit to do the guarding, clicking the Guard button, and then clicking 
which you wish to be guarded. The guarding unit will then remain in close prox¬ 
imity to whatever it is guarding, and will attack any hostile forces that drav. 
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Standing guard will pursue a^,. - 

-posts. 

• Follow: Use this option to :3 
detection if possible. To follow 
following, click the Follow bunc'' 

• Kill or Destroy: There may cc'^e 2 * 
yours has outlasted its usefulr-ess ^ 
ply select the unit and press * 

^ eliminate it. This option ma> c»e 
reached the maximum population' ^ : : 

- 3 n additional Imperial AT-AT walker 


Scances 

• Aggressive Stance (Default> ." * 
enemies to the death, or unt t'‘e 2 '^" 
the typical way in which yo-^ - 

• Defensive Stance: Units se: to 
a limited range before return,•-; 

ful for large groups of units, - r- : 

• Stand Ground: Units set to :* 
will attack anything hostile *> 2 : ve-*- 
is useful for units that may 3 “ 2 :- 2 * 2 - 
approaching their foes and 

• No Attack Stance: Units se: 't 
cumstances. This option may C'i .ee*. 
inadvertently injure their o.*.^ *: ses ^ 


Formations 

• Line Formation: Selected 
deep. Useful for groups o*^ ■ 


• Box Formation: Selected ts 

in the center. Useful for groucs “ 

groups featuring their unique 

• Flank Formation: Selecte-a -"3 
surround enemy forces. Also 
Troopers. 

• Staggered Formation: Seiecte-u 

formation, minimizing the : 

Weapons or other area-of-errec: 
front lines. 






























































• Box Formation: Selected units will form a protective box, with weaker units 
in the center. Useful for groups with Heavy Weapons, and excellent for Gungan 
groups featuring their unique Fambaa Shield Generator unit. 

• Flank Formation: Selected units will form two subgroups, which may then 
surround enemy forces. Also useful for groups of fast units, such as Mounted 
Troopers. 

• Staggered Formation: Selected units will spread apart In a staggered line 
formation, minimizing the potential damage that may be incurred from Heavy 
Weapons or other area-of-effect attacks. Useful for groups of fast units on the 
frontlines. 


• Follow: Use this option to tall another unit at long range, so as to avoid 
detection if possible. To follow another unit, select the unit you wish to do the 
following, click the Follow button, then click the unit to be followed. 

• Kill or Destroy: There may come a time when a particular unit or building of 
yours has outlasted its usefulness in your eyes. On this occasion, you may sim¬ 
ply select the unit and press the Kill button (or the DELETE key) to instantly 
eliminate it This option may be useful when, for instance, late in a match 

. .e reached the maximum population allowed by the scenario, and would prefer to 
f an additional Imperial AT-AT walker instead of a simple worker. 

Seances 

■QH • Aggressive Stance (Default): Units set to aggressive stance will pursue their 
enemies to the death, or until the enemy manages to escape from view. This is 
I^SJ the typical way in which your military units will act. 

• Defensive Stance: Units set to defensive stance will pursue their enemies to 
a limited range before returning to their original posts. This setting may be use¬ 
ful for large groups of units, which you want to stick closely together. 

• Stand Ground: Units set to stand ground will not move from their posts, but 
will attack anything hostile that ventures into their weapons' range. This setting 
is useful for units that may attack at an extreme range, as it will keep them from 
approaching their foes and thus minimizing their tactical advantage. 

• No Attack Stance: Units set to no attack stance will not fire under any cir¬ 
cumstances. This option may be useful for Heavy Weapons in transit, which may 
inadvertently injure their own forces if permitted to attack any hostiles. 

Jnit Formations 

• Line Formation: Selected units will gather in a line that is wider than it is 
deep. Useful for groups of ranged combat units. This is the default formation. 
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Advanced Orders 

Aside from simply directing your forces to move to various points on the --: 
hostiles, you have many other options: 

Select::ing Ml Unites of a Type 

You can select all onscreen units of a single type—for instance, all your workers— 
clicking on any one such unit. 

Set:t:ing Control Groups 

You can create up to nine preset groups of units at any time. Form a group z 
and dragging a box around all the units you wish to be in that group, and t^e- 
and holding the CTRL key and pressing one of the number keys. Now, you rr z 
corresponding number key at any time to select that group. Double-tap the - _ ^ 
to center your view on the group. To add more units to a group, hold down *■ . ^ 
key and click on the new units, then hold down the CTRL key and press the 
number key again to redefine the group. You may likewise remove units from a : 
using the SHIFT key. 

Sets&ing Way Points 

To cause a unit (or group of units) to move along a predetermined path, simply, 
hold the SHIFT key, then right-click each point on the map where you wish the 
move to in sequence. You'll see a way point marker appear at each location. Yol : 
do this on the Mini-Map, though way points won't appear there. Now, release SH ^ 
right-click one last way point. Your units will move according to the path you cree: 
will stop at the last way point. 

Converting Units and Buildings 

Jedi Knights, Jedi Masters, Sith Knights, and Sith Masters—produced ?- 
Jedi/Sith Temples starting at Tech Level 3—have the power to compel ' 
units to join their cause. If you research the appropriate technologies 5 ’ 
Jedi or Sith Temple, they may even learn to convert other hostile Jedi or Sith units, 
buildings, and Heavy Weapons to your cause. 

To convert a hostile unit or building, select a Jedi or Sith unit with the con'.e 
ability, click the Convert button (or press the C key), and right-click a target unit. You' 
or Sith unit will begin the conversion process, which takes some time and has a cr^- 
of failing. 

You'll know the conversion process is complete when the hostile unit changes to 
color. A Jedi or Sith unit must wait a short while before attempting to convert ano** 
unit. Note your Jedi or Sith units will not automatically try to convert hostile units—^: 
must order them to do so. Also note that Jedi and Sith units cannot defend themse^ 
while trying to convert units. 

Transporting Units 

Various larger units may be used to transport smaller units, such as Troopers, safely a- 
quickly about the map. You can transport units across water by loading them onto 
Transport Ship. You can transport units through the air by loading them onto an - 



: 'z You can transport units on the g^z-“ 
- sault Mechs. Transports all have limize-z 
used to carry allied players' troops. 

To load troops into a Transport s 
the Transport. 






To unload a Transport, select the r ; 
click a valid drop-off point for the 

To see a Transport's carry 
notice the status indizz'.: ' 
capacity in the Status =' 

Garrisoning Units 

Most foot units, such as Trocc-e'? 
Command Centers and Fortresses. 
hold down the ALT key, and : 

in. This affords the units with a great cez z 
z attack power of buildings. The maxi.m-..,''^ - 

zwilding is displayed In the Status Area at z 
.elected. For details, see Repairing and -ez 


The Alert Beacon 

Should your workers come unce' z' 
your Command Center for prote-z~z 
clicking on the Alert Beacon icon "'■■e 
: jump straight to your Command Certe' 
zrkers will be well protected within the Cg'^ "- .z 
eapons to return fire on any nearby assa; z": 
Eeacon button or pressing the hot key aga 

Anatomy of a Unit dr B 

Each unit or building in Star Wars Galact 
grounds has certain ratings to indicate 
strength and toughness with respect to ct^e' 
Duildings. Whenever you select a unit or b-. z 
of its statistics will be shown in the Stat-.5 
'atings may be augmented by developing t'-e : 
ate technologies. What follows is a brea- zz 
key statistics that define a unit or buildi-g 

• Hit Points: A relative measurement of 
damage a unit or building can sustain c-r 
destroyed. That is, each time a unit or b_ 
it loses hit points. Buildings reach a poi'': oe 
units anymore. 
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^■: T. You can transport units on the ground by loading them onto Mech Destroyers 
-tsault Mechs. Transports all have limited carrying capacity. Also note that transports 
:e used to carry allied players'troops. 

To load troops into a Transport, simply select the troops and then right-click 
the Transport. 
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_j To unload a Transport, select the Transport, click the Unload button, and then 
click a valid drop-off point for the units. 

To see a Transport's carrying capacity, select the Transport and 
notice the status indicator for its current and maximum carrying 
capacity in the Status Area at the bottom of the screen. 

Garrisoning Units 

Most foot units, such as Troopers, may garrison themselves into Turrets, 
Command Centers and Fortresses. They also heal units. Simply select the units, 
hold down the ALT key, and right-click on the building you wish to garrison 
em in. This affords the units with a great deal of protection—and garrisoning enhances 
e attack power of buildings. The maximum number of units that may be garrisoned in 
r r jilding is displayed In the Status Area at the bottom of the screen when that building 
leiected. For details, see Repairing and Healing Units on page 68 of the Appendix. 

The Alert Beacon 

Should your workers come under attack, you may quickly send them to into 
your Command Center for protection by selecting the Command Center and 
clicking on the Alert Beacon icon. The fastest way to do this is to press the H key 
jump straight to your Command Center, then the B key to activate the beacon. The 
•orkers will be well protected within the Command Center, and will be able to use its hidden 
-eapons to return fire on any nearby assailants. Once the coast is clear, clicking the Alert 
=€acon button or pressing the hot key again will make the workers return to their posts. 

Anatomy of a Unit or Building 

Each unit or building in Star Wars Galactic Battle¬ 
grounds has certain ratings to indicate its relative 
s:rength and toughness with respect to other units and 
Duildings. Whenever you select a unit or building, some 
of its statistics will be shown in the Status Area. These 
-atings may be augmented by developing the appropri¬ 
ate technologies. What follows is a breakdown of the 
key statistics that define a unit or building: 

• Hit Points: A relative measurement of how much 
damage a unit or building can sustain before it is 
destroyed. That is, each time a unit or building is hit, 
it loses hit points. Buildings reach a point before destruction where they won't garrison 
units anymore. 




Ltd(e SiQ/wsriker 

45/4S 


Repeater Trooper Statistics 





















































• Shield Points: Similar to hit points, shield points only apply to units and t _ : 
shielding. Shield points gradually regenerate, and must be reduced to * - 
unit's or a building's hit points can be affected. The loss of shield points does ^: 
wise affect the performance of a unit or building. 

• Attack Rating: A measurement of how much damage that unit or buildirvc 
with each successful hit against a target without any armor. Attacks ter-e 
equally effective against all units—generally, units are specialized to be e 
against certain types of other units. Thus a unit's or a building's actual ar.s-. 
will not apply directly against all targets. 

• Armor/Dura Armor: A relative measurement of roughly how resistant a unit : ■ “ 
is to taking damage. Armor generally protects against close-range attack? . 
from Jedi or Sith units and their llghtsabers. DuraArmor generally proteczs ^ 
damage from blasters or other long-ranged attacks. Some units may be ver\ f 
to certain kinds of attacks, but are generally vulnerable to some others. 

• Range: A relative measure of the maximum distance at which the selectez 
building may attack hostile forces. Units with zero range are close-combat un-'Z? 
ranged combat units also have a minimum effective range, and thus canncz - 
enemies directly adjacent to them. 

• Garrisoned Units: Indicates how many ground units may be garrisoned wif — 
unit or building. Units and buildings cannot garrison units unless this rating Is ir>z :. - 

• Speed: A statistic that isn't shown in the Status Area, but measures how quickK z . ^ 
can move. Generally, larger units move more slowly than smaller units. Groups c* >' 
move at the rate of the slowest unit in the group. 

• Rate of Fire: A statistic that isn't shown in the Status Area, but measures how c. 

a unit may attack. Some units will attack noticeably faster than others will, z 
units often attack more slowly but inflict greater damage. 

• Line of Sight (LOS): A statistic that isn't shown in the Status Area, but measures - 
radius of a unit's or a building's line of sight, or how far it can see. 

For more information on the buildings, units, and technologies in Star Wars Galac*- 

Battlegrounds, consult Sections VI, VII, and VIII on pages 28, 35 and 46. 


SECTION V: ALLIANCES AND TRADE 

There are alternatives to combat. This section describes how to forge alliances with or»z 
civilizations, and how to exchange goods and pay tributes. 

Sometimes you will not have to fight atone. This brief section details how to char z^ 
your diplomatic stance with other civilizations, how to pay tribute to other civilizatic.-z 
how to buy and sell resources through your Spaceport, and how to earn resources by ru"' 
ning trade routes. 


Diplomatic Stance 

In a battle against more than one civilization, you may opt to change your diplomat.^ 
stance towards any of the other civilizations involved. Your diplomatic stance does no: 
determine that of the other civilization, however. If your forces are set to be allied with a 


2 " player, but that player did not recc' 

- .'.11 still be attacked on sight—bu: 

So use caution when switching dtp-ct'^- 

Iz change your diplomatic stance 

Diplomacy Menu option on the ng-: 
•z interface. Then change your stz'ii 

- . Neutral, and Ally with any other pza. 
': Affected players will receive a messa 

z jr choices. 

Enemy status means your forces wih ge'-e 

- e other players' units and buildings :' 

Neutral status means your forces v. :": 
^ary units on sight. This diplomatic sia^zi 
zney must still keep one another at ar^ ? 

Ally status means yours and the othe' z 
Zrfend each other as their own kin. 

= : YOU MAY DETERMINE DIPUDv^A-.z 
£-DRE DR DURING A GAME. BEPCRE- 
£AMS SO THEY REMAIN CONSTANJT T — = 
-£ DPTIDN OF ENABLING ALLIED - C 
-ARE VICTORY CONDITIONS. 

Teams of players may use one another s 
■ zther's buildings, and may research 
^5tion on their maps. 

Sending Tribute 

I "ce you build a Spaceport facility, you n-E 
•:bute to other civilizations in the form of ‘-• 
-ova crystals, or ore, either to assist them g' :: 
"'em to forge an alliance with you. Typica^ . 
-:e requires that you pay a fee in that resc-^ 
some of your resource will be spent on the " 
2 nd will not be transferred to the other p 
civilizations, particularly the Trade Feoe' 
'esearch technologies to eliminate the trie,. 

To send tribute to another player : 
Diplomacy menu, then click on the correspc 
wish to pay tribute to. Each time you c c* 
the tribute. Click the OK button when 
player will instantly receive your tribute 

Commodity Trade 

You may buy and sell food, carbon, and 
constructed a Spaceport in Tech Level 2. Res 
ments, for whatever the going market » = 










































Diplomacy 


TRIBUTE Window 


5 oni-y apply to units arc ’ierr>' 

z-jG must be reducec :c a:™iTr'^"0 
loss of shield po^^ts 


r-5'^age that unit or bu: o 
Cxit any armor. Attacks le'C ^ 
-.-Its are specialized tc d= -r'^ 
t s or a building's aaua =- 3 >:« la 




wty 


status Area, but measures how C 3 ^cw,> 
ceably faster than others wiii 
damage. 

n the Status Area, but measu.res 
r how far it can see. 

-3 technologies in Star Wars Ga^ani: 
; pages 28, 35 and 46. 

SID TRADE 

t>es how to forge alliances with ct^ 
Tibutes. 

5 brief section details how to cha.-t^* 
i to pay tribute to other civilizations 
and how to earn resources by 


™y opt to change your diplomat: 
ed. Your diplomatic stance does rvo: 
four forces are set to be allied with a 


"ooghry how resistant a u'-n :r xk^'iisrog 
5 against close-range aua-zi^ o 

^jraArmor generally protect: iitsmpF 
acks Some units may be 
nerable to some others. 

^ stance at which the seiectet » 

range are close-combat 
*ect ve range, and thus car-z^ zim 

t ^^n:ts may be garrisoned v/t^tr ^^^8' 
son units unless this rating is 

-'ea, but measures how quick. t> a jupr 
than smaller units. Groups c* jnn; 


p ar player, but that player did not reciprocate, your 
t: /.ill still be attacked on sight—but they will not 
- re So use caution when switching diplomatic stance. 

c change your diplomatic stance with a player, 

: re Diplomacy Menu option on the right-hand side 
interface. Then change your stance between 
Neutral, and Ally with any other players as you 
^ '"c Affected players will receive a message indicat- 
: rc jr choices. 

Enemy status means your forces will generally attack 
*-e other players' units and buildings on sight. 

seutral status means your forces will ignore workers, but will still engage neutral mil- 
cary units on sight. This diplomatic stance allows for trading between civilizations, but 
*ney must still keep one another at arm's length, or choose to ally themselves. 

Ally status means yours and the other player's units are working in concert, and will 
ijefend each other as their own kin. 

= : You MAY DETERMINE DIPLOMATIC STANCE WITH OTHER PLAYERS EITHER 
^'lEi-CRE OR DURING A GAME. BEFOREHAND, YOU MAY ALSO OPT TO LOCK THE 
^(|i CAMS SO THEY REMAIN CONSTANT THROUGHOUT BATTLE, AND YOU ALSO HAVE 
yi ' - £ OPTION OF ENABLING ALLIED VICTORIES, IN WHICH TEAMS OF PLAYERS 
:-ARE VICTORY CONDITIONS. 

Teams of players may use one another's transports, may garrison their troops in one 
:-other's buildings, and may research technologies so that they share line-of-sight infor- 
^.5tion on their maps. 

Sending Tribute 

: -ce you build a Spaceport facility, you may then give 
.-bute to other civilizations In the form of food, carbon, 

-ova crystals, or ore, either to assist them or to encourage 
-tern to forge an alliance with you. Typically, giving trib- 
-:e requires that you pay a fee in that resource—that is, 
some of your resource will be spent on the tribute itself, 

=nd will not be transferred to the other player. Some 
iivilizations, particularly the Trade Federation, may 
'esearch technologies to eliminate the tribute fee. 

To send tribute to another player, click on the 
Diplomacy menu, then click on the corresponding resource next to the player's name you 
.vish to pay tribute to. Each time you click, 100 units of that resource will be added to 
the tribute. Click the OK button when you're satisfied with the amount, and then the 
player will Instantly receive your tribute. 

Commodity Trade 

You may buy and sell food, carbon, and ore in exchange for nova crystals once you have 
constructed a Spaceport in Tech Level 2. Resources are bought and sold in 100-unit incre¬ 
ments, for whatever the going market value happens to be. Market value fluctuates 



























































according to supply and demand, based on other players' transactions. Ths* : 
players are purchasing large quantities of ore, the price of ore will invan^z 
Exchanges of resources through the Spaceport happen instantaneously. 

Trade Rout:es 

Another means of generating nova crystals is to use your Spaceport to creazr . Jmfnpi, 
Hovercraft, which may then be ordered to travel to the Spaceports of alliec : 
players. The longer the Hovercraft must travel to the foreign Spaceport, the - ; -r 
crystals you will earn as income from the exchange. Click on a Spaceport that •:. waniiir 
to trade with to find out how much nova you'll get upon every return L^nm 
Hovercrafts will continue along their trade routes indefinitely, unless ordered 
destroyed, or converted. 

The next three sections of this manual respectively detail each of the buildr-c: 
and technologies found in Star Wars Galactic Battlegrounds. 

SECTION VI: BUILDINGS 

Before you can raise an army, you must create the facilities that will train your * : 
produce your vehicles, and more. Thus, buildings are the very foundation of 

efforts, and must be built and placed strategically, and defended carefully. Bea.--c 

that a building may only perform one function at a time—that is, a building may ^ 

a unit or research a technology, but it cannot do both simultaneously. Construct '*; 
tional buildings of the same type thus lets you produce more or research more " 
same amount of time. 

For the most part, worker units will create all your buildings. Workers may assist 
other to complete a building more quickly. You should quickly familiarize yourse;^' -- 
each of the following buildings and Its various roles. 

NOTE: Unless otherwise noted, each civilization has access to each of the foiicv; -j; 
buildings, which have different upgrades in them. For the purposes of demonstra-c*' 
only one example of each building will be depicted in this section. For further infc— 
tion on technologies available at each building, refer to Section VIII: Technologies on 
46; for further information on units available at each building, refer to Section VII: . ' 
on page 35. 

Economic Buildings 

These buildings do not produce military units themselves, but are instead used to i-ec 
generate the resources necessary for military spending. Some of these buildings wili a >: 
allow you to research technology that improves the efficiency of your forces. 

Command Center 

Your Command Center is your most important structure, as it is the basis ” 3 * 
your entire economy and military. The Command Center supports up to 
units, and it is the only facility that produces workers, which in turn gatre* 
all resources. Workers may bring collected resources back to the Commar: 
Center if no dedicated resource-gathering structures are available. The 
Command Center also lets you advance through the four Tech Levels, which grant yo- 
access to new units, buildings, and technology. Command Centers are also where you 
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ithering structures are available. 
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r technology to improve your workers and structures, and workers may garrison 
within its confines and attack enemy invaders. 

: remand Centers can never be converted by opposing Jedi or Sith Masters. Also take 
Tr-z —at if your Command Center is destroyed at Tech Level 1 or 2, a worker may attempt 

- "zc^.-ld it. At Tech Levels 3 and 4, workers may build additional Command Centers. 

Prefab Shelter 

These inexpensive facilities are typically used by a civilization to house its 
forces, and each one can supply five units of any kind, from workers to 
Troopers to Aircraft. Two other buildings can also increase your population 
limit—the Command Center and the Fortress—but the Prefabricated Shelter 
-e quickest, most inexpensive, generally most viable means of doing so. 

:. can never build more units than your population limit allows. Keep frequent watch 
-r :his population limit, which you'll find in the upper-right hand corner of the Interface 
'he Population Indicator will flash when you've reached the limit and need to 
-'rase it—ideally, though, you should anticipate reaching the limit and increase it 

- c^e your unit production grinds to a halt. 

- your Prefab Shelters are attacked and destroyed, you don't lose units that exceed 
■r resulting lower population limit—but you do need to rebuild the Prefab Shelters 
*e*3re you can continue to produce more forces. 

Gungans are uniquely capable of constructing Prefab Shelters under water, using their 

- -ty Trawlers. These Prefab Shelters are otherwise functionally identical to terrestrial ones. 

The Trade Federation does not have to build Prefab Shelters—its mechanized forces 
be packed away, and do not need housing. 

Power Core 

Power Cores give energy to all powered buildings in a wide radius, letting 
them produce units and research technologies at maximum efficiency. In 
turn, buildings that require power but are beyond the range of a Power Core 
will work much more slowly—at only 25 percent of their powered state. This 
means that creating units and researching upgrades will take 75 percent 
inger without a Power Core. In particular. Shield Generator structures will not function 
it all without a Power Core. Be sure that all your production facilities and research facili- 
*-es are powered at all times. Note that while resource facilities that collect ore, nova, 
‘ood and carbon do not need a Power Core in order to operate at full effectiveness, the 
jpgrades available at these facilities will research 75 percent faster if the facilities are 
powered. Some buildings are either self-powered or do not require power at all; these 
rnclude your Command Center, Prefab Shelters, Farms, Walls, defensive Turrets, 
AquaHarvesters, and Fortresses. 

There are several ways to check if a building is getting power from a nearby Power 
Core. First, you can click on the Power Core and see if the building is inside or touching 
the blue radius that appears around the Power Core. Secondly, powered buildings have a 
glowing green light, while unpowered buildings have a blinking red light. Lastly, by click¬ 
ing on the building itself, you can check to see if the Power Indicator is lit. This is found 
just above the building description. 











































replanted by a worker. 


Food Processing Cencer 

The Food Processing Center is used to collect food gathered : - 
ers, and also to research new technologies that increase fooc r :: 
You must build a Food Processing Center before you can buiic - 
that you may queue up as many as 40 Farms at your Food Procef: -: 
so that Farms whose food supplies are exhausted will then be 


3 civilization, but by Tech Level 3 * 
lessing Centers are also used tc ' 3 : 
-ering operations. 


Farm 

Farms are a renewable source of food, and require one worker l.- - ■ 
to them. Farms will eventually run out of food and then must be * 3 : . 
Researching new technology at your Food Processing Center (a -'3 ri 
building required for Farms) may increase the total amount of 'ccc 
Farm can generate before it must be rebuilt. Note that you may : r 
deserted Farms of rival civilizations simply by sending your workers to them a*: 
clicking on the depleted Farms. 



AquaHarvester 

AquaHarvesters function similarly to Farms—they produce a limjtec . 
of food before they must be rebuilt—only AquaHarvesters are built 
and not by workers but by Utility Trawlers that are built from your Ship, ct 
A quaHarvester requires that a Utility Trawler stand by to extract focc ^ 
it. Unlike Farms, AquaHarvesters cannot be upgraded to produce mc'e * 



Animal Nursery 

These structures must be built before you can train Mounted Trooc-e- 
your Troop Center. In addition, Animal Nurseries can be used to 9 = " 
herded banthas and nerfs, which wilt then produce a steady supply c* - 
for your civilization. Various technologies at the Animal Nursery will ir: 
the food production from your herded animals. Be sure to power 


Animal Nursery by building a Power Core nearby. Unpowered, the Animal Nurser* 
operate at only 2 S percent of its effectiveness. 



Carbon Processing Center 

These facilities are used to process carbon—typically extracted from trees 
carbon deposits—into carbonite, a lightweight and sturdy material the:, 
used in the construction of armor, Ships, Aircraft, buildings, and more. Aic'c 
woQKiEE with food, carbon is the most essential resource for a flourishing civilizat-c^' 
For best results. Carbon Processing Centers should be built as close to sources 
of carbon as possible. These facilities may also be used to research technology tr^ 
increases the efficiency of workers collecting carbon 



Ore Processing Cent;er 

Ore Processing Centers should be built close to the purple-hued resource 
they're designed to collect. A derivative of ore, known as DuraSteel, Is a 
dense compound used mainly for defensive structures, such as Walls, Turrets 
and Shield Generators—as well as Fortresses. Ore may not be initially impof- 



Nova Processing Cerrcer 

Valuable green-tinged nova : 

throughout the map, and -a 

back to Nova Processing Ce.-te-s : 
inq Jedi and Sith, Ships, Airc^ 5 ~ 
nologies, all require nova oe-c'a 
i may also be used to develop tec^'^c- 
uickly. 


Spaceport 

The Spaceport is a nexus of ^ 
resources, or buy those reso-': 
may develop technology to 
to construct Cargo Hovercrar^ - 
Spaceport's Holonet Transce .3’ 
':miation with your allies. 




War Center 

The War Center is a facility' pu'e- 
of improved military techno^ca 
available research projects ma> •: 
attack ratings for Troopers arc ' 
efficiency of your Ships, fis ,z. 


anXer's ability to enhance these forces, 
r-'ence between conquest and ruin for ye 


Research Center 

What the War Center does fc' .. 
buildings—that is, it may ernar 
its various available research c': 
atTech Level 3. Some of its tec" 
efficient, and to improve the accuracy of a-. 
sive Walls and Turrets. 




Monument 

A Monument stands as a 
Available only at Tech LeN-'ei 
to construct, and requires vas: 
be built. Once completed, a cd--* 


GUNCAN 

rivals will invariably attempt to reduce ' 
defend it for the duration of the countdc- 
victor of the battle—as a commander v,'~.z "ai 
inance through relatively peaceful means. \zia 













































p<J to collect food gathered mis> 

cmologies that increase iooz r • jii:_«iii: 3 icm^ 
; Center before you can bu _ i. 

5 -10 ^arms at your Food Process.r.:: IfMiis?’ 
are exhausted will then be 


feed, and require one worke' _t 
C ol of food and then must be e 
jxi' ^od Processing Center a r e 
ncrease the total amount of *:.; 
: ce rebuilt. Note that you r'a- _ 
se'^Ging your workers to them 


to Farms—they produce a lim.iea 
t—only AquaHarvesters are b^.': " 
siviers that are built from your Sr o, 
r* Trawler stand by to extract *;; 
moot be upgraded to produce mr- 


t; 

:>a!rn9®L 

: ,ll: 


^'o^e you can train Mounted Trcoce: 
n mai Nurseries can be used to 
iV'SI then produce a steady suppl> :* 
>k)gies at the Animal Nursery wil- - t't 
■lefded animals. Be sure to pov.e-' : „ 
rby. Unpowered, the Animal Nurse'. 

^ter 

carbon—typically extracted from 
= lightweight and sturdy material t-a-: 
‘r:Ds, Aircraft, buildings, and more. Acmr 
't^a resource for a flourishing civiiizatc^* 
^e'ters should be built as close to soumf^ 
5c be used to research technology t" 
noon. 


bu‘lt close to the purple-hued resou'ce 
"vative of ore, known as DuraSteel, -s s 
erensive structures, such as Walls, Turret 
ortresses. Ore may not be initially impe-"- 




a civilization, but by Tech Level 3 it will begin to figure much more prominently, 
-rcessing Centers are also used to research better mining technology, to improve 
;.-mering operations. 

Nova Processing Center 

Valuable green-tinged nova crystal outcroppings may be found sporadically 
throughout the map, and these may be mined and their contents brought 
back to Nova Processing Centers or Command Centers. Many units, includ¬ 
ing Jedi and Sith, Ships, Aircraft, and Mechs, as well as many advanced tech¬ 
nologies, all require nova before they may be produced. Nova Processing 
r '5 may also be used to develop technologies that let workers mine for nova crystals 
r quickly. 

Spaceport 

The Spaceport is a nexus of trade, and may be used to sell surpluses of 
resources, or buy those resources that are lacking. In addition. Spaceports 
may develop technology to make trading more profitable, and are also used 
to construct Cargo Hovercrafts for use in trading with allied civilizations. The 
Spaceport's Holonet Transceiver technology also lets you share line-of-sight 
mnation with your allies. 

War Center 

The War Center is a facility purely dedicated to the research and development 
of improved military technology. It does not produce military units, but its 
available research projects may be used to grant enhancements to armor and 
attack ratings for Troopers and Mechs, and also to improve the strength and 
efficiency of your Ships. As you grow your armies, be mindful of the War 
-'roter's ability to enhance these forces. The War Center's technology can mean the dif- 
e^ence between conquest and ruin for your civilization. 

Research Center 

What the War Center does for your units, the Research Center does for your 
buildings—that is, it may enhance their strength and durability by means of 
its various available research projects. The Research Center becomes available 
at Tech Level 3. Some of its technologies may be used to make workers more 
efficient, and to improve the accuracy of all your forces. It is also used to upgrade defen- 
5 :ve Walls and Turrets. 

Monument 

A Monument stands as a testament to the superiority of your civilization. 
Available only at Tech Level 4, this structure takes an inordinately long time 
to construct, and requires vast reserves of carbon, nova crystals, and ore to 

__ be built. Once completed, a countdown will begin during which time your 

rivals will invariably attempt to reduce your Monument to rubble. After all, if you can 
defend it for the duration of the countdown, you will then automatically emerge as the 
victor of the battle—as a commander who has managed to ensure his civilization's dom¬ 
inance through relatively peaceful means. Note that Monuments cannot be converted by 
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Jedi or Sith. Monument victories are only available in Standard Games a-: - 

that call for them. 

Military Buildings 

Military buildings are those that train or produce armed forces that will ae*r- : 
ilization. Most are specialized to produce one general type of military unit 5 - r ~ 
subclasses. All military units have important designated functions, and as slc“ 
do well to familiarize yourself with each of the following military build:-:: * 
structures produce all of your forces, they must be carefully defended from .:. 

Troop Center 

One of only two military structures available at Tech Level 1, the : 
is used to train all of your Infantry—the brunt of your fighting 
Centers may also be used to research technologies that make Tr:*::e 

and more perceptive. Though Troop Centers can produce Troopers t • .. 

quickly, many strategies will require the use of more than one : 1 - ~ 
so that the training of several classes of infantry can occur simultaneously. 

Shipyard 

This Tech Level 1 facility must be built on a coastline, and is used tc : ::. 
the entire breadth of your naval forces. As such, if you plan to bt : ? 
fleet of Ships, multiple Shipyards will be essential. Initially, the Shic .: -: 'in 
waoKiEE only be able to produce Utility Trawlers, which are essentially seafar -: : 

er units that can gather food through fishing, and that build AquaHs- t ' - ■ 
for the same purpose. As you advance through the Tech Levels, Shipyards can be : - 
manufacture increasingly powerful Ships, including Cruisers, Advanced Frigates, arr - : - 

Mech Factory 

First available at Tech Level 2, the Mech Factory is used by each civilizar : ’ 
produce and to upgrade its mechanized fighting forces. The Gungars ' 
do not use vehicles as such, still use Mech Factories to outfit their po% i 
^emp^^e'' "fighting creatures with various armaments. Mechs fill a wide variety c* •: - 
on the battlefield—some are powerful against formations of Troczr- 
whereas others specialize in eliminating other Mechs. Mech Factories are also usea *: 
manufacture each civilization's Assault Mech. These, such as the Imperial AT-AT, represr* 
some of the mightiest fighting units available. Mech Factories may also be used to rese: 
technologies that enhance the performance and capabilities of all Mech Factory units 

Jedi/Sit:h Temple 

These hallowed structures are home to the ancient warriors known as '“tr 
Jedi and the Sith—two opposing factions whose powers are equivalent 
they have learned to harness the Force to become powerful, compelling s: 
diers. Though initially available at Tech Level 2, it's not until the later Te;- 
Levels that the Jedi and Sith Temples become especially versatile. When ai :* 
the secrets of the Jedi and Sith Temples have been unlocked, then their forces will ha.s 
such powers as invisibility and mind control, along with superior fighting skills. Maste- 
Jedi and Sith may even convert some buildings, though Jedi and Sith Temples are ne'.e' 
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Heavy Weapons Factory 

At Tech Level 3, you gain access to -a 
some of each civilization's most de^as 
fill a variety of supporting roles. an<5 
for while their damage potential 5 a* 
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Air Base 

The Air Base may first be built a: 'e: 
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Fortress 

The Fortress is a heavily armed 
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'cey tend to be much more cost-effective ^c' 
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have no actual offensive capac. : 
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'^-c-e Jedi and Sith Temples may also be used to research technologies that help 
■ zation defend against opposing Force powers. Note that Jedi and Sith units are 
. ones capable of retrieving Holocrons scattered on the terrain. When returned to 
the Holocrons will generate a steady stream of nova crystals. NOTE: Jedi/Sith 
are only available in Standard Games. 

Heavy Weapons Factory 

At Tech Level 3, you gain access to Heavy Weapons Factories, which construct 
some of each civilization's most devastating ground weapons. Heavy Weapons 
fill a variety of supporting roles, and must be deployed with strategic caution— 
for while their damage potential is exceptional, they generally have key weak¬ 
nesses that may be exploited, and are ineffective without support from other 
-eavy Weapons Factories may also research technologies that enhance their units. 

Air Base 

The Air Base may first be built at Tech Level 3, and Is used to mass-produce 
various Aircraft, from Transports to Fighters to Bombers. Since Aircraft can 
only be targeted by other Aircraft or by a select few types of ground units, 
they may become essential to success late In a battle. Air Bases also serve as 
research facilities for upgrading and enhancing all the various Aircraft. 

Fortress 

The Fortress is a heavily armed and armored Tech Level 3 structure made 
entirely of refined ore. Not only can a Fortress effectively defend your base 
against most types of units, but it also lets you produce your civ's unique 
unit, and research a host of very useful military technologies—among these, 
the automated process that increases the speed at which all military units are 
irstructed. Fortresses also produce Cannons, which are some of your single most pow- 
ground attack weapons; and you may use them to recruit Bounty Hunters, which are 
Tcnly effective against Jedi and Sith units. 

Defensive Buildings 

lu'll have access to various defensive structures that can effectively keep many and most 
'*oes of enemy forces at bay, and can even repel concentrated assaults. However, defen- 
..*e structures are naturally immobile, and may be costly to build and to upgrade. Still, 
“■ey tend to be much more cost-effective for defensive purposes than contingents of 
-^its, and defensive structures also do not affect your population limit. Defensive buildings 
mically require ore to be built. Use the Research Center to upgrade defensive buildings. 

Sentry Post 

These cheap Tech Level 1 structures are fixed reconnaissance outposts, and 
have no actual offensive capabilities. However, they are equipped with 
advanced long-range sensors that can detect otherwise Invisible units, such 
as Jedi and Sith, and submersible vehicles. 






























Light: Turret 

This defensive Turret becomes available at Tech Level 1, ana :': 
will automatically fire on any enemy ground units or structures 
In addition, workers, Troopers and some other foot units may g. 5 ' 
selves within these Turrets for protection, and to lend more h'e-r-: 


Medium Turret 

At Tech Level 3, you may use your Research Center to upgrade ug^ 
Medium Turrets, which gain appreciable bonuses to their durabi"^; 
attack power, and may be used to garrison Troopers. 



Shield Wall 

Shield Walls, which may i>e .: 
c-racticaily impervious to ai 
regenerative shielding majies 
Walls are self-powered, ana 


Advanced Turret 

At Tech Level 4, Research Centers may be used to upgrade Medium 
Advanced Turrets, which are even stronger and tougher, and 
excellent for garrisoning Troopers. 


Gate 

Walls keep your enemies otit— 
fied Gates can be built into jO. 
allow your own troops to moie * 
= shut when hostile forces aoc': 

better suit particular siXuax or^ 
fOur base in search of resources 
a<xUnlock button on the interface. 


Anti-Air Turret 

First available at Tech Level 3, Anti-Air Turrets are specifically des-a 
fend off aerial assailants from long range. They cannot attack grourc _ 
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Advanced Anti-Air Turret 

The Tech Level 4 upgrade to the Anti-Air Turret is even better at elir- - 
any hostile flying units in the area. Its attack strength, range, and durab.' 
all significantly improved—and its missiles even gain a homing mecha- 


Light Wall 

Immediately available at Tech Level 1, Light Walls have limited defe^: - 
capability, but will slow an enemy ambush, giving you time to ralU 
troops. They require only carbon, so they are a quick defense until yoc ^ 
ore. Light Walls cannot be upgraded, but are cheap and easy to produce 


Shield Generator 

This highly useful Tech Leve* 5 : 
ings and units in its area cf 
> tively double the hit points c* - 
Shield Generators require r-ea't 

SECTION VII: UNITS 

: 'aer for your civilization to defeat its rr-.c 
:rs. You'll be able to build and tram r-:c 
,- .' 3 de all of these in various ways as 
" ■ cugh each civilization's units look 

iar designations. What follows is a u- 
Scar Wars Galactic Battlegrounds. Fo^ S-- 
t upgrades, including each civilizatsor s 
cage 46; for further information on tne t - 
ruction VII on page 28. Also see Unit Strer-gr 

NOTE: You can research unit upgrades ■ 
riar Center and in the Research Center 5. 
''ere it was created, you can see a ist c* 


Medium Wall 

Much stronger than Light Walls, Medium Walls require ore Instead of care ct 
for production, and are availabje for manufacture at Tech Level 2. They r H 
slow the advances of any opposing ground units. 


Heavy Wall 

At Tech Level 3, your Medium Walls may be upgraded to Heavy Walls, wr .. 
are much tougher and are almost impervious to damage, except from Hea 
Weapons specifically designed to destroy them. 


Trooper Units 

"roopers are infantry units armed with c-aste': 
j be found at the front lines of every a 

e^ort. They are inexpensive and quick to d'coj 
groups for best results. For the most pa'^ 't- 
may be upgraded at the War Center. Note 
designed to fight airborne attackers, ai c-tne 
units. The following classes of Troopers a'f t ; 
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Shield Wall 

Shield Walls, which may be upgraded from Heavy Walls at Tech Level 4, are 
practically impervious to all but the most concentrated firepower—and their 
regenerative shielding makes them even more versatile. Note that Shield 
Walls are self-powered, and needn't be built In the vicinity of Power Cores. 

Gace 

Walls keep your enemies out—but they keep you in. Therefore heavily forti¬ 
fied Gates can be built into your Walls starting at Tech Level 2, and these will 
allow your own troops to move freely in and out of your base, but will remain 
shut when hostile forces approach. They may also be locked or unlocked, to 
better suit particular situations, such as to prevent workers from wandering 
:e your base in search of resources. To lock or unlock a Gate, select it, and click on 
xicAJnlock button on the interface. 

Shield Generator 

This highly useful Tech Level 3 structure casts a powerful shield on all build¬ 
ings and units in its area of effect. Shields gradually regenerate, and effec¬ 
tively double the hit points of units and buildings that have them. Note that 
Shield Generators require nearby Power Cores to provide them with energy. 

SECTION VII: UNITS 

- : 'der for your civilization to defeat its rivals, you will need to field large armies of mixed 
:-:es. You'll be able to build and train new units from a variety of different facilities, and 
:c-z'ade all of these in various ways as you advance through successive tech levels, 
"‘c jgh each civilization's units look different, they share similar roles—and thus have 
iar designations. What follows is a universal description of all the units available in 
."•ar Wars Galactic Battlegrounds. For further information on technologies available for 
t upgrades, including each civilization's unique technologies, refer to Section VIII on 
..sge 46; for further information on the buildings that units are produced from, refer to 
■'-=*r-ion VII on page 28. Also see Unit Strengths and Weaknesses in the Appendix on page 64. 

NOTE: You can research unit upgrades in the building where a unit was created, in the 
i'-iar Center and in the Research Center. By mousing over the unit's Icon in the building 
^o^:ere it was created, you can see a list of all its upgrades and where to find them. 

Trooper Units 

■"oopers are infantry units armed with blasters or short-range weapons. They can usual- 
y be found at the front lines of every battle and will make up the brunt of any military 
e-^ort. They are inexpensive and quick to produce, but you'll need to deploy them in large 
groups for best results. For the most part. Troopers are created at the Troop Center and 
may be upgraded at the War Center. Note that, whereas Anti-Air Troopers are specifically 
designed to fight airborne attackers, all other Troopers are defenseless against Aircraft 
units. The following classes of Troopers are available: 
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Trooper Recruit 

This is your basic fighting unit at Tech Level 1. It is ineffect^- 
forces except workers and other Trooper Recruits. 

Created at: Troop Center 


Trooper 

You can upgrade your Trooper Recruits to Troopers at Tech Leve^ 
a bonus to their hit points and attack strength. 

Created at: Troop Center 


Heavy Trooper 

Heavy Troopers are hardier and stronger than Troopers, and also ‘ 
range. They become available at Tech Level 3. 

Created at: Troop Center 


Repeat:er Trooper 

Available only at Tech Level 4 to several of the civilizations, Repeate'' 
fire more quickly than other Troopers do, and they're tougher to boc: 

Created at: Troop Center 


Mount;ed Trooper 

This hardy close-combat unit comprises a standard Trooper mountec f 
beast capable of detecting foes that would otherwise be impercec 
such as concealed Jedi and Sith. You must build an Animal Nurser, : 
‘^EMpJSi^ you can train Mounted Troopers. 

Created at: Troop Center 


Heavy Mount;ed Trooper 

Like standard Mounted Troopers, these more robust mounted units are 
with close-range weapons that are excellent against slower foes, -a.- 
Mounted Troopers are significantly stronger, and tougher to bring a: 
They can also detect unseen units. 

Created at: Troop Center 

Advanced Mounted Trooper 

These Mounted Troopers gain additional bonuses to hit points and attack, r -.5 
ing them superior even to Heavy Mounted Troopers in their ability to ce* 
mate enemy Mechs and Heavy Weapons. They can also detect unseen ur ■ 

Created at: Troop Center 
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AnCf-Air Trooper 

Each civilization gains these Tech teve:. 
erful missile launchers specifical.j 
Troopers are adept at this designat^ofv- 
ground troops. 

Created at: Troop Center 

Heavy Antl-AIr Trooper 

At Tech Level 3, Anti-Air Troopers "-5 
even deadlier to airborne assailants ^-- 
tougher than their standard cou^-e^ 
ground units. 

Created at: Troop Center 

Grenade Trooper 

At Tech Level 2, each civilization 
carry powerful, explosive charges 
are, but their weapons damage a 
be very effective against Mechs. 
Created at: Troop Center 

,1ECH Units 

~-aWy available for production at Tech Level 2 
-prise a wide range of multipurpose attac- : 
- -ne Gungans' case. Mechs are especially et*er 
: :pers, and they're typically more expensi .e 5': 

Scout: 

These rather flimsy units are t- 
both at the beginning of a bat: e • 
often have access to a Scout uni: a" 
able to build additional Scouts 
remember that Scout units carr. s; 
a-.vise invisible enemy forces. 

Created at: Mech Factory 

Strike Mech 

These powerful, highly mobile 
disrupting enemy infantry forr^a’ :": 
Created at: Mech Factory 

Heavy Strike Mech 

At Tech Level 4, Strike Mechs : 
armor plating to become ever 
more effective for crowd contra 
Created at: Mech Factory 
















































at tech Level 1. It is ineffect i-f r: 
"'ooper Recruits. 


ecruits to Troopers at Tech Le\e 2 
inack strength. 


n^onger than Troopers, and also ' r ^ 
Tech Level 3. 


ieveral of the civilizations, Repeate' - 
;cers do, and they're tougher to boa" 


"pnses a standard Trooper mounter nu: ■ 
tnat would otherwise be impercev^r- - 
j'bu must build an Animal Nurser, 


►er 

sese more robust mounted units are a-“ 
3"e excellent against slower foes. -- 
tTj stronger, and tougher to bring :: 


'ooper 

•^cnal bonuses to hit points and attack, 
Mounted Troopers in their ability to cer 
eapons. They can also detect unseen l' * 








Anti-Air Trooper 

Each civilization gains these Tech Level 2 Troopers, which are armed with pow¬ 
erful missile launchers specifically designed to destroy flying units. Anti-Air 
Troopers are adept at this designation—but their weapons are useless against 
ground troops. 

Created at: Troop Center 

Heavy Anti-Air Trooper 

At Tech Level 3, Anti-Air Troopers may be upgraded so that their missiles are 
even deadlier to airborne assailants. Furthermore, Heavy Anti-Air Troopers are 
tougher than their standard counterparts. However, they still cannot attack 
ground units. 

Created at: Troop Center 
Grenade Trooper 

At Tech Level 2, each civilization may train these specialized Troopers that 
carry powerful, explosive charges. They are costlier than standard Troopers 
are, but their weapons damage all enemies in the area of impact. They can 
= :iE_ be very effective against Mechs. 

Created at: Troop Center 

Aech Units 

ca:ty available for production at Tech Level 2, fighting forces designated as Mechs typically 
-orise a wide range of multipurpose attack and reconnaissance vehicles—or animals, 
'ne Gungans' case. Mechs are especially effective when supported by contingents of 
copers, and they're typically more expensive and slower to produce than Troopers are. 

Scout: 

These rather flimsy units are very quick, and thus ideal for reconnaissance 
both at the beginning of a battle, and throughout. Note that while you'll 
often have access to a Scout unit at the beginning of a battle, you will not be 
able to build additional Scouts until you reach Tech Level 2. Furthermore, 
remember that Scout units carry advanced sensors capable of detecting oth- 
T'.vise invisible enemy forces. 

Created at: Mech Factory 

Strike Mech 

These powerful, highly mobile Tech Level 3 weapons platforms are perfect for 
disrupting enemy infantry formations and also against enemy Troopers. 
Created at: Mech Factory 

Heavy Strike Mech 

At Tech Level 4, Strike Mechs may be enhanced with thicker, more durable 
armor plating to become even stronger and tougher, making them all the 
more effective for crowd control. 

Created at: Mech Factory 
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Mech Dest:;royer 

Mech Destroyers are Tech Level 3 units that are engineert 
purpose of efficiently eliminating other Mech units—tha: 
from the Mech Factory is vulnerable to these specialized m 
they are less effective against Troopers. Fortunately, they ha^ 
ity to carry friendly Troopers Into battle. 

Created at: Mech Factory 


Rebel 

Alliance 


Heavy Mech Destroyer 

Hardier and stronger than standard Mech Destroyers, these 
weapons can destroy enemy weapons platforms with relative ee>e 
may pose more of a threat, though, which may be mitigated : 
Mech Destroyer's own ability to transport Troopers. 

Created at: Mech Factory 


Assault Mech 

Perhaps the most powerful product of the Mech Factory, the 
can deliver a powerful, explosive attack that severely damages 
Its wide blast radius—especially Ships. In addition. Assault Mecr^ ^ 
wooKiEE used to transport smaller forces, such as Troopers, within tr-e*- 
armored confines. Note that Assault Mechs cannot attack effectis-e^ st 
range and cannot attack air units. 

Created at: Mech Factory 

Heavy Assault; Mech 

Heavy Assault Mechs gain an appreciable bonus to their hit points anc 
enhanced weapons to boot, making these powerful war machines a rea laiag 
to be reckoned with. They can transport smaller units and are especiaky 
against Ships. Note that Assault Mechs cannot attack effectively at close 
Created at: Mech Factory 

Jedi/Sith Units 

The Jedi and the Sith are ancient orders of warriors who devote themselves to the 
side and the dark side of the Force, respectively. Their unwavering dedication to the Foct- 
grants Jedi and Sith powerful fighting abilities—and a host of other skills. Jedi ar.d 
units are also singularly capable of recovering Holocrons from the battlefield. 
returned to a Temple, Holocrons generate a steady stream of nova crystals. 

Jedi Padawan/Sit^h Apprentiice 

Available at Tech Level 2, these warriors-in-training are already proficient wns 
their weapon of choice: the lightsaber, an energy blade of exceptional spee^ 
and power. Their lightsabers thus make these students of the Force effe<xw 
against enemy Troopers as well as some Mechs. 

Created at: Jedi/Sith Temple 


Jedi Knight;/5it:h Knigh 

-.':-f}edged Jedi Knights arc S ^ ^ 
are much stronger than the 
-;ot only can Knights absorb 
and, more importantly, they 1- 
Qick the Convert button anc 
master several other tricks as 
.var sight—and detecting other u-Jts c 
at: Jedi/Sith Temple 


^lAVAL Units 

"V sea provides a boundless tactica' 
o-'ce of food, and may also be the tc i 
You'll need to build a Shipyard or: 
•a-e particular Ship units that are submefSrt-e 


Ucilitiy Trawler 

The Utility Trawler is a defe^se^ 
ing boat. Besides gathenng 
AquaHarvesters, which are rer-ei- 
Note the Gungan Utility 
Shelters, for supplying Gunga^ " 
ireated at: Shipyard 


Light; Frigate 

Available at Tech Level 2, 
weapon, making it suitable 
of detecting hidden units 
is ineffective against structures 
Created at: Shipyard 


Frigate 

A step up from the Light frag 
enhanced in its strength a^c 
enemy submersibles. 

Created at: Shipyard 


Jedi Master/Sith Mas 

These masters of the Force are o* 
stronger and tougher than ere." 
these warriors rend asunde" e”'• 
the Force gives them great 
their cause, and masters of t''e -c 
Weapons platforms. 

^^sered at: Jedi/Sith Temple 
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Jedi Knight/Sith Knight 

Full-fledged Jedi Knights and Sith Knights become available at Tech Level 3, and 
are much stronger than the trainee Jedi and Sith that are initially available. 
Not only can Knights absorb much more damage, but they're even better in battle— 
and, more importantly, they gain the ability to convert enemy units to their cause. 
Click the Convert button and then click a target to use this power. Jedi and Sith 
KmpmfPTr- can master several other tricks as well, including being able to conceal themselves 
sight—and detecting other units capable of doing so. 
at: Jedi/Sith Temple 

Jedi Master/Sith Master 

These masters of the Force are only available at Tech Level 4, and are much 
stronger and tougher than even their brethren Knights. Thus not only can 
these warriors rend asunder entire ranks of enemy Troopers and Mechs, but 
the Force gives them great powers indeed: They can convert enemy units to 
their cause, and masters of the Force may even learn to convert buildings and 
Weapons platforms, 
l-^ated at: Jedi/Sith Temple 

?*^AVAL Units 

^ e >ea provides a boundless tactical advantage for your civilization—it contains a vital 
of food, and may also be the key to exploiting the weaknesses of an opponent's 
;jaT=r;ses. You'll need to build a Shipyard to produce seafaring units. Note that the Gungans 
particular Ship units that are submersible, and thus undetectable by standard sensors. 

Ut:tlit::y Trawler 

The Utility Trawler is a defenseless construction vehicle that doubles as a fish¬ 
ing boat. Besides gathering food from the sea, it may be used to create 
AquaHarvesters, which are renewable aquatic food sources similar to Farms. 
Note the Gungan Utility Trawler may even construct underwater Prefab 
Shelters, for supplying Gungan forces, 
reated at: Shipyard 

Light: Frigate 

Available at Tech Level 2, this speedy vessel is equipped with a basic energy 
weapon, making it suitable both for scouting and defense. It is also capable 
of detecting hidden units, including enemy submersibles. Note that its attack 
is ineffective against structures. 

Created at: Shipyard 

Frigate 

A step up from the Light Frigate, this Tech Level 3 vessel is marginally 
enhanced in its strength and durability. It can detect concealed units, such as 
enemy submersibles. 

Created at: Shipyard 
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Advanced Frigate 

Some civilizations gain the Advanced Frigate at Tech Leve - " 
ther improved offensive and defensive capabilities, ma*. -c - 
most situations. It can detect concealed units, such as ene'^, 
Created at: Shipyard 
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Transport Ship 

Though this Tech Level 2 vessel is unarmed, the Troopers ■: ca- --- 
have no such limitations. The Transport Ship is relatively vve i - 
still cannot withstand concentrated fire for long—and if it s s-:.- 
all its contents will be lost. You may load Troopers into thrr ’ 
selecting them and right-clicking on it. Then use the Unload c.-: 
close to shore. 

Created at: Shipyard 




Destroyer 

The Tech Level 3 Destroyer is a speedy craft that's specifically su tf-: “ 
eliminating other sea vessels—particularly slower ones, such as C'. > 
Destroyer's short-ranged attack leaves it vulnerable to concentra:er 
Created at: Shipyard 


Heavy Destroyer 

Available at Tech Level 4, the Heavy Destroyer is tougher and strode? 
its standard counterpart. It too excels at eliminating other sea 
though its lack of range still proves to be a disadvantage against -i- 
ranged units. 

Created at: Shipyard 


Anti-Air Destroyer 

Though it cannot attack land or sea units, the Tech Level 3 Anti-Air Desr: 
can quickly make short work of anything that flies. 

Created at: Shipyard 


Heavy 

The Tech 


Anti-Air Destroyer 

Level 4 enhanced version of the Anti-Air Destroyer Is no: cr 
tougher and stronger, but its surface-to-air missiles have homing capab^ -t*? 
making them virtually indefensible. 

Created at: Shipyard 


Cruiser 

First available at Tech Level 4, Cruisers fire devastating artillery volleys a: -- 
extreme range, making them ideal for coastal bombardment. They are c" 
erwlse susceptible to aerial attacks or to quick strikes from faster vessels 

Created at: Shipyard 




Advanced Cruiser 

Boasting even superior range and 
to installations that aren't even r>ear t 
each civilization have comparable -ee 
Created at: Shipyard 
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i /Y Weapons Units 

-r-oering siege weapons become avaiiaD»e 
e-nanced at Tech Level 4. Built from t^e - 
-: -. r various supporting roles, and are ca&a 
-:-^ectly. They are generally vuine^-ac e ■ 
s and as such must be used with care 






•••aaKiEE 


Artillery 

These weapons deliver an explos'.e : 
age groups of units—and can esoec ; 
energy shields. Use Artillery with 
fective in close quarters, and the.^ a 
caught within the blast. 

Created at: Heavy Weapons Factor 


Heavy Artillery 

Heavy Artillery units gain a very 
and though they're also tougher 
es as their standard counterparts. 
Created at: Heavy Weapons Factor. 


Anti-Air Mobile 

Useless against a ground assault -r* 
erate Aircraft with ease—and t 

attacks, making them ideal in ccr — 
Air Troopers. 

Created at: Heavy Weapons Factor. 


Heavy Anti-Air Mobile 

Not only do Heavy Anti-Air Mob f ^ : 

punch than the standard versions : . 
even tougher. No flying unn ca- * 
units can fire at them unchal*e''ger? 
Created at: Heavy Weapons Faacry 


Pummel 

These Heavy Weapons platforms a'a 
attacks, and are armed with higr" . * 

that can rip through buildings a^o or 
Created at: Heavy Weapons Faaerj, 
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Advanced Cruiser 

Boasting even superior range and firepower, Advanced Cruisers can lay waste 
:o installations that aren't even near the coast. Only the Cannons available to 
each civilization have comparable reach and damage potential. 

Created at: Shipyard 

w Weapons Units 

r-c-ering siege weapons become available at Tech Level 3, and may then be addi- 
r^-anced at Tech Level 4. Built from the Heavy Weapons Factory, Heavy Weapons 
- e various supporting roles, and are capable of inflicting tremendous damage if 
:«^ectly. They are generally vulnerable to concentrated attacks from enemy 
: and as such must be used with care. 


a 





Artillery 

These weapons deliver an explosive blast from long range, which can dam¬ 
age groups of units—and can especially damage Walls, buildings, trees and 
energy shields. Use Artillery with caution; these units are vulnerable and inef¬ 
fective in close quarters, and their attack may injure your forces if they're 
caught within the blast 
Created at: Heavy Weapons Factory 

Heavy Artillery 

Heavy Artillery units gain a very significant bonus to their attack strength, 
and though they're also tougher, they essentially share the same weakness¬ 
es as their standard counterparts. 

Created at: Heavy Weapons Factory 

Anti-Air Mobile 

Useless against a ground assault, Anti-Air Mobile Heavy Weapons can oblit¬ 
erate Aircraft with ease—and they're also well protected against airborne 
attacks, making them ideal in conjunction with groups of relatively frail Anti- 
Air Troopers. 

Created at: Heavy Weapons Factory 

Heavy Anti-Air Mobile 

Not only do Heavy Anti-Air Mobile weapons platforms pack much more of a 
punch than the standard versions, but they boast superior range and are 
even tougher. No flying unit can withstand their attack—though ground 
units can fire at them unchallenged. 

Created at: Heavy Weapons Factory 

Pummel 

These Heavy Weapons platforms are extremely well protected against ranged 
attacks, and are armed with highly concentrated short-ranged cutting beams 
that can rip through buildings and defensive structures easily. 

Created at: Heavy Weapons Factory 
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Heavy Pummel 

Heavy Pummels are enhanced to be even more resistant t 
and their close-range attack is even more damaging to 
Created at: Heavy Weapons Factory 


Air Transport 

The unarmed Air Transport can move freely over terrain, dep^: 
troops to any location. It is sufficiently armored to withstand s: - 
but should it be destroyed, its contents will be eliminated also * 
in an Air Transport, select them and right-click on the Air Transpc- 
the Unload button and click on the point at which you want the'- 
Created at: Air Base 


REBEL 

Alliance 


EnhancecJ Bomber 

Enhanced Bombers gain slight bonuses to their hit points and attack : 
but remain relatively slow and thus much more effective in groups, anc 
escort Fighters. 

Created at: Air Base 

Advanced Bomber 

The Advanced Bomber gains additional bonuses to its hit points and a~?: 
strength, making it extremely efficient at devastating virtually anythi'-io ; ' 
land or sea. It still cannot attack other flying units, however. 

Created at: Air Base 

Fighter 

This all-purpose flying vehicle is quick and capable of delivering surg^ 
strikes against any other unit, flying or otherwise. It is most useful as a suc- 
port unit. The Fighter is best suited for attacking those forces that canno: 
retaliate—for instance, workers, Troopers, and Bombers, 

Created at: Air Base 


Bounty Hunter 

These intergalactic mercenaries i- 
3. While Bounty Hunters can figr: 
Mechs, their true talents lie in cc-^r s^ 
are even equipped with advanced 

Created at: Fortress 


.jnique Units 

are the civ-specific Fortress units. 

Dark Trooper Phase 1 S 
(Galactic Empire Only} 

This experimental Tech Level 3 rar gf*: 
Mechs at dispersing enemy infanc^r 
3 a;^ctic imperceptible to standard scans—c 

£«pire 

Created at: Fortress 


Bomber 

Bombers have no air-to-air fighting capability, but carry slow-firinc - 
that can cause tremendous damage to buildings as well as groups c* r ; 
units. Bombers are especially effective against Power Core structures. ~ : 
them ideal for slowing a rival civilization's production and econom, 
Created at: Air Base 


ast Fighter 

e =ast Fighter gains a bonus tc ts scfee 
^:ore viable in many situaticns ^ 5 .; 
wid be used ideally to assault 
eated at: Air Base 


Advanced Fighter 

"-e Advanced Fighter imprc'.es 
speed and slightly improved 
:o withstand concentrated ant -a ' • 
dangerous situations, and to ccn-ce 
Created at: Air Base 


'“SEES Units 

■ Tis provides some of the most ? 

:“'5 unique unit is housed here, aicn- 
--•'•ters for detecting and disposing c' .a-r 


Cannon 

Each civilization may construct ts : 
These slow-moving, vulnerable a 
Then, the Cannon's extremely 
buildings and Walls. Cannons a'e at:- 
attacks can even be used to aefc'ast 
" a~active range, and thus are susceptic a tc- a*- 
“: .a while deployed, just as they car'-c: 

" fts for Cannons to switch between t.^a * ‘ : 
" "a Fortress in undeployed form. To use 
la -non will move to its maximum range. ..'-caa 
raced at: Fortress 


Aircraft Units 

The Air Base becomes available at Tech Level 3 and lets you construct - 
all-purpose Fighter craft, specialized Bomber units, and Air Transports. - 
little to fear—most other types of units can't target them. However, Ara. - 
ground units especially designed to combat Aircraft can quickly destroy 
are very versatile, but must be deployed cautiously. Note that some civi ; 
units may gain regenerative shielding, which effectively doubles their hn: 


r)» *< 













































Fast Fighter 

Fast Fighter gains a bonus to its speed, hit points, and attack ratings, making 
:T more viable in many situations. It is very susceptible to anti-aircraft fire, and 
should be used ideally to assault undefended areas or to protect against Bombers. 
Created at: Air Base 

Advanced Fighter 

The Advanced Fighter Improves on the Fast Fighter's design with additional 
speed and slightly improved durability. This doesn't make it powerful enough 
to withstand concentrated anti-air fire, but it is quick enough to retreat from 
dangerous situations, and to concentrate its attack on undefended areas. 
Created at: Air Base 

PC = TRESS UNiTS 

i -ir'ess provides some of the most powerful and necessary units of the game. Each 
wit.L^-c'-rs unique unit is housed here, along with Cannons for devastating bases, and 
~ jnters for detecting and disposing of Jedi/Sith. 

Cannon 

Each civilization may construct its own powerful Cannon at Tech Level 4. 
These slow-moving, vulnerable artillery pieces cannot fire until deployed. 

_Then, the Cannon's extremely long-ranged attack can easily destroy enemy 

buildings and Walls. Cannons are also effective against Ships, and their 
attacks can even be used to deforest areas. Note that Cannons have a mini- 

- effective range, and thus are susceptible to ambushes. Also note that Cannons can- 
-- -ove while deployed, just as they cannot attack while undeployed. It takes a few 
^ -T-e-ts for Cannons to switch between their two states, and they are always produced 

ine Fortress in undeployed form. To use an undeployed cannon, click on a target, and 
" e :=nnon will move to its maximum range, undeploy automatically, and fire at the target. 

- i«:ed at: Fortress 

Bount:y Hunter 

These intergalactic mercenaries may be recruited by civilizations at Tech Level 
3. While Bounty Hunters can fight many threats, including Troopers and some 
Mechs, their true talents lie in combating Jedi and Sith units. Bounty Hunters 
are even equipped with advanced sensors capable of unveiling hidden units. 
Created at: Fortress 

Jnique Units 

w are the civ-specific Fortress units. 

Dark Trooper Phase 1 S Dark Trooper Phase 2 
(Galactic Empire Only) 

This experimental Tech Level 3 ranged attack unit is more effective than Strike 
Mechs at dispersing enemy infantry formations, and can detect units that are 
imperceptible to standard scans—units such as concealed Jedi. 

Created at: Fortress 
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TRADE 

Federation 


Royal Crusader £« Elit::e Royal Crusader 
(Royal Naboo Only} 

The Royal Naboo's mightiest warriors, Royal Crusaders are fearei: 
quarters fighters that ride atop powerful mounts, together with v.- :* • 
can decimate ranks of enemy Troopers with relative ease. 

Created at: Fortress 

Berserker S Advanced Berserker (Wookiee 

Unique to the Wookiees, Berserkers are highly trained, ferocious . 
that can quickly close the distance with any foe. They're superior to ?/;. - 
Troopers in their ability to rip apart enemy Mechs and Heavy V,£r: - 
platforms. They also benefit from Self Regeneration, an upgrade ’ 
Command Center. 

Created at: Fortress 

Destroyer Droid S Heavy Destroyer Droid 
(Trade Federation Only) 

Exclusively manufactured for the Trade Federation, the droideka—; 
known as the destroyer droid—has an innovative design that lets it t-r .r- . 
fairly quickly (by curling up and rolling) over all terrain. It may willingly unMrS i 
and mount a powerful assault. They are even better than Strike 
against enemy infantry. Heavy Destroyer Droids gain personal shielding. 

Created at: Fortress 

Fambaa Shield Generator S Heavy Fambaa 
Shield Generator (Gungan Only) 

This Tech Level 3 unit—and its Tech Level 4 enhancement—generates 
mobile shield that emanates in a fairly wide radius, protecting all Gunga^^ 
units standing within Its confines. The Heavy Fambaa Shield Generator gajris 
an even stronger defense. Fambaa Shield Generators are specifics^ 
designed for defensive purposes, and carry no weapons of their own. 

Created at: Fortress 

Airspeeder Si Armored Airspeeder 
(Rebel Alliance Only) 

Unique to the Rebel Alliance, the Airspeeder isn't sturdier or stronger tha' 
standard Aircraft, but its specialized weapons systems make it especiaFv 
effective versus Mechs. Furthermore, the Airspeeder's great speed makes 
ideal for reconnaissance missions. Note the Armored Airspeeder upgrade is 
not only tougher, but stronger as well. 

Created at: Fortress 

COMMAND CENTER UNITS 

The Command Center houses some very valuable units capable of maintaining and build¬ 
ing your economy, healing your Injured units, and in the case of the Galactic Empire, 
scouting terrain and detecting stealth units. 





Probot (GalacCic Empi 

The Probot, an Empire-specific . 
stealth units. Though it is a ■ 
Created at: Command Center 


Worker 

Each civilization's worker unit f; : 
among these, the gathering of : 
workers are droids. In order to p 
food to feed the Ugnaughts v.'' 
Trawler, the worker is also the or 
•: 'epair buildings and units for a frar. : 

simply right-click on it with one or 
— :ed ability to defend themselves, v.' 
■eed to build many workers as your c . 

•‘ ptui of their safety, 
ro at: Command Center 

Medic 

For a small amount of carbon, yc - 
cally engineered to apply first aio 
Thus Medics can heal most civ iza 
ency on creatures means most a 
Repairing and Healing units or c. 
Crated at: Command Center 

Z^HER Units 

^ ■ rv miscellaneous units are available that a 
'.vmy and your other units. These units a' 
cv' orimary fighting forces. 

Cargo Hovercraft 

Your Spaceport may produce tr 
exchange resources with othe": 
travels to its destination, the 
begin trade, select your Cargo - 
allied civilization. 

Created at: Spaceport 

Holocron 

Relics of the ancient history' c* t* 
facts that contain the wisdom 5 ^ 
the ways of the Force. Only 
CIVS is, Jedi and SIth—are capable 2 
: ejects. Jedi and Sith may thus collect -c 
'eiurning them to their Temples, Holocrof's 
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Probot (Galactic Empire Only) 

'he Probot an Empire-specific unit, is an effective scout and detector of 
stealth units. Though it is a ranged combat unit, its attack is weak. 
Created at: Command Center 


Worker 

Each civilization's worker unit fills a wide variety of essential economic roles: 
among these, the gathering of food, carbon, nova crystals, and ore. Most civs' 
workers are droids. In order to produce the worker droids, you must pay 50 
food to feed the Ugnaughts who build them. Besides the seafaring Utility 
Trawler, the worker is also the only unit that may construct buildings. Workers 
. -pair buildings and units for a fraction of their original resource values. To repair 
simply right-click on it with one or more workers selected. Note workers have a 
" *rd ability to defend themselves, which should be used only in extreme cases. 
*eed to build many workers as your civilization expands, and you'll always need to 
:'..I of their safety. 

3-z at: Command Center 

Medic 

For a small amount of carbon, you may produce Medic units that are specifi¬ 
cally engineered to apply first aid and field surgery to injured biological units. 
Thus Medics can heal most civilizations' Troopers, while the Gungans' depend- 
ency on creatures means most any Gungan unit may thus be restored. See 
Repairing and Healing units on page 68 of the Appendix for details. 

- rted at: Command Center 

D^her Units 

miscellaneous units are available that are used, for the most part, to maintain your 
- :my and your other units. These units are not constructed from the same facilities as 
orimary fighting forces. 

Cargo Hovercraft 

Your Spaceport may produce these defenseless vehicles, which are used to 
exchange resources with other civilizations. The farther your Cargo Hovercraft 
travels to its destination, the more nova crystals It will return as profit. To 
begin trade, select your Cargo Hovercraft and right-click the Spaceport of an 
allied civilization. 

Created at: Spaceport 

Holocron 

I Relics of the ancient history of the Jedi and the Sith, Holocrons are rare arti- 
l| facts that contain the wisdom and the teachings of those who are learned in 
I the ways of the Force. Only those who are highly trained in the Force—that 
CIVS is, Jedi and Sith—are capable of unlocking the secrets of these invaluable 
:::ects. Jedi and Sith may thus collect Holocrons they discover on the map, and upon 
-urning them to their Temples, Holocrons will then generate a steady stream of nova 









































S Basic Training 

Basic Training gives workers units 
better armor and more hit points, 
making them tougher to kill. 

H Sensor Beacon 

All buildings gain a substantial 
bonus to their lines of sight with 
this Tech Level 2 technology. 

H Sensor Array 

At Tech Level 3, you can boost 
your buildings' lines of sight once 
again with the Sensor Array. 

G H Upgraded MoCivaCor 

^ This useful Tech Level 2 enhance- 
ment makes your workers move 
faster and increases their resource¬ 
carrying capacity. 

Resource Technologies 

Resource technologies are those that improve your resource-gathering abilities one W3> 
or another. These technologies are not isolated in any one structure, but are insteac 
spread across the various resource-focused buildings you can produce. 

BeamdriU Mlnm Heavy Dut:y 

^ (Ore) BeamdritI (Ore) 

Ore miners will work substantially At Tech Level 2, you can research 

faster with this Ore Processing the Heavy Duty Beamdrill to make 

Center upgrade. workers mine ore even more quickly. 


Optimized Motivator 

This Tech Level 3 upgrade rrs- - 
workers move even more qu 
and lets them carry even 
resources per trip. 

#*®T**^ Bacta Tanks 

I I Units garrisoned within build;-: 

and Turrets heal at four tir^ 
the normal garrison heal rate 


units a substantial bonus to their ?* 
points, and gives all biological Wookit 
units the ability to automatically regenera: 
their health. 


crystals for that civilization. NOTE: Holocrons are not created like units, they apzn 
domly on the map. 

SECTION VIH: TECHNOLOGIES 

This section organizes most available technology under the building that resea::" 
Economy-related technologies are pooled under one category. Note that not ai : 
tions have access to all technology. Furthermore, each of the six civilizations has ac: 
a number of unique technologies, which are interspersed throughout this section - 
respective categories. For more information on the buildings and units of Star i 
Galactic Battlegrounds, consult Sections VI and VII on page 28 and page 35, respeo 

Command Center Technologies 

Technology available at the Command Center Improves the efficiency of workers, arc 
enhances your other buildings. The Command Center also researches new Tech 
which give your civilization access to new units and technologies. 


^usion Extracitor (Ore) 
Trade Federation Only) 

“-e Trade Federation can dramat- 
cally increase its ore-gathering 
'5 by researching this unique Tech 
-ibnology. 

I Beamdrill Mining (Nova) 

*^ova crystal miners will do the 
I ;ob more quickly after this Tech 
-evel 2 upgrade is researched at 
■ 5 Processing Center. 

Heavy Duty Beamdrill 
(Nova) 

This Tech Level 3 upgrade again 
increases the speed at which 
Inkers mine nova crystals. 



Self Regeneration 



(Wookiee Only) 



This Tech Level 4 enhanceme^" 

Wu 


grants all Wookiee Troop Cent£; 



Handheld Carbon 
Extractor 

Workers will extract carbon from, 
trees or carbon deposits at a sig- 
: ■* y faster rate once you research this 
-evel 2 technology from your Carbon 
-'Sing Center. 

Enhanced Carbon 
Extractor 

A step up from the Handheld 
Carbon Extractor, this Tech Level 
^hnology will make all of your workers 
"ering carbon do so even more quickly. 

Heavy Duty Carbon 
Extractor 

At Tech Level 4, your carbon pro¬ 
cessing facility may be used to 
Tiearch an additional upgrade that speeds 
i'oon collection even further. 
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\' ^ Bacta Tanks 

L-ntts garrisoned within bu ci'^; 
and Turrets heal at four r-= 
the normal garrison heal rar^ 

Self Regeneration 
CWookiee Only) 

This Tech Level 4 enhanceme 
grants all Wookiee Troop Ce'*: 
:> 3 Substantial bonus to their * 
■-3 and gives all biological Wood 
h. “re ability to automatically regene^a 
r health. 


^ resource-gathering abilities one v.e; 
V? any one structure, but are instead 
p you can produce. 

Heavy Duty 
Beamdrill (Ore) 

.At Tech Level 2, you can research 
the Heavy Duty Beamdrill to make 
workers mine ore even more quickfy 


f =usion Extractor (Ore) 

■ rrr ade Federation Only) 

. ~-e Trade Federation can dramat- 
calry increase its ore-gathering 
oy researching this unique Tech 
-penology. 

Beamdrill Mining (Nova) 

xova crystal miners will do the 
>-b more quickly after this Tech 
-evel 2 upgrade is researched at 
3 Processing Center. 


Heavy Duty Beamdrtil 
(Nova) 

This Tech Level 3 upgrade again 
mcreases the speed at which 
. >ers mine nova crystals. 

Handheld Carbon 
Extractor 

Workers will extract carbon from 
trees or carbon deposits at a sig- 
■ y faster rate once you research this 
-e%el 2 technology from your Carbon 
-L-iSing Center. 

Enhanced Carbon 
Extractor 

A step up from the Handheld 
Carbon Extractor, this Tech Level 
^:^:nology will make all of your workers 
“ering carbon do so even more quickly. 

Heavy Duty Carbon 
Extractor 

At Tech Level 4, your carbon pro¬ 
cessing facility may be used to 
"rsearch an additional upgrade that speeds 
li.'txjn collection even further. 
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Stimulants 

This Tech Level 2 technology is avail¬ 
able at Animal Nurseries, and 
causes these facilities to produce a 
flow of food at a slightly faster rate. 

Genetics 

A Tech Level 3 enhancement to 
the Stimulants technology, Genetics 
causes your Animal Nurseries' food 
production to improve once again. 

Cloning 

The rate at which food is gener¬ 
ated at your Animal Nurseries is 
further enhanced by this Tech 
Level 4 technology. 

Irrigation 

Available at the Food Processing 
Center, this Tech Level 2 upgrade 
makes Farms more efficient, 
allowing them to produce more food 
before they need to be replanted. 

Harvesting Program 

Irrigation may be further 
enhanced with the Harvesting 
Program technology made avail¬ 
able at Tech Level 3, which not only lets 
Farms produce more food before they have 
to be replanted, but also gives workers 
tending the fields a slightly increased food- 
carrying capacity. 

Advanced Harvesting 
Program 

This Tech Level 4 farming technology 
makes Farms even richer, so that 
they rarely need to be replanted. 
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Spaceport Technologies 

At the Spaceport you can research important upgrades that improve trading wit^ 
allies, and even allow you to see what they see. 


Holonet: Transceiver 

Available at the Spaceport, this 
Tech Level 2 technology lets you 
see what your allies see on the 
main map and on the Mini-Map. 



resource-trading fees completely usir-g 
Spaceport technology. 


Hutt Endorsement: 

, This Tech Level 2 Spaceport 

upgrade nominally reduces the 
tribute fee to other civilizations. 




Galactic Banking 

At Tech Level 3, you may elimi¬ 
nate the tribute fee altogether by 
researching Galactic Banking at 
your Spaceport. 


Neimoidlan 
Endorsement (Traoe 
Federation Only] 

This Tech Level 3 Spaceport 
nology lends the Trade Federation ' 
endorsement of its Neimoidian spons: - 
thus allowing buildings to be construr^r 
at a reduced cost. 



Galactic Trade 
Commission 

Spaceports are used to buy and sell 
resources, and with this Tech Level 


Market Insider 
Trading (Trade 
Federation Only) 

Similar to the Neimoidian Endor- 
ment, this Tech Level 3 Spaceport ter 
nology allows the Trade Federation 



research any additional technologies a: 
reduced price. 


4 technology, the trading fee for exchang¬ 
ing resources is substantially reduced. 



Altered Bargains 
(Galactic Empire Only) 

At Tech Level 4, the Galactic 
Empire has the ability to eliminate 



Market Control 
(Trade Federation 
Only) 

At Tech Level 4, the Trac 
Federation gains the ability to complete* 
eliminate resource-trading fees. 


Troop Center Technologies 

Though Trooper weapons and armor may be upgraded at the War Center, the Troor 
Center itself can enhance your infantry's mobility, line of sight, and more. 



Macrobinoculars 

This Tech Level 2 technology 
grants all your Troopers in¬ 
creased line of sight. 


other Troopers an even greater field of 
vision, and longer range. 


Portable Scanners 

Though it doesn't affect Mounted 
Troopers, this Tech Level 3 enhance¬ 
ment to Macrobinoculars gives all 


Integrated 
Rangefinder 

Like the Portable Scanners tech¬ 
nology, this Tech Level 4 upgrade 
enhances most Troop Center units with 



□roid Assistants 

"'':s Tech Level 4 technology sig- 
“ ficantly increases the produc- 
-ion rate for Troop Center units. 


^ Lighter Armor 

^ 5y enhancing infantry armor 


" ♦vithout compromising its dura- 
oility, this Tech Level 3 upgrade 


f . allows all Troop Center units to 
-:'e quickly. 


!► _ 5^ Dexterity 

Special training brought on by this 
Tech Level 4 upgrade makes ai 
Troop Center units move even faster. 


EDH Factory Technolog'S 

. - Mech weapons and armor may be up-g^ 
bolster your Mechs' armor levels arc 



Upgraded Generator 

At Tech Level 3, you may research 
an Upgraded Generator that 
causes all of your Mech units to 
more quickly. 



Advanced Generator 

An improvement to the Upgraded 
Generator, this Tech Level 4 tech¬ 
nology confers an additional speed 
boost to all Mech Factory units. 


Walker Research 
(Galactic Empire Only) 

At Tech Level 4, the Galactic Empire 
may research this technology 



- :h reduces the minimum range of its 
AT Assault Mechs, effectively granting 
em even greater potential for destruction 


1 



additional view range and weapons range. 


Gungan Creature 
Armor (Gungan Only) 

This Tech Level 4 upgrade aug¬ 
ments the resiliency of ai 

















































^^rades that improve trading . 



ce-iJ-ading fees completely 
: technology. 


Droid Assistsan&s 

Tech Level 4 technology sig- 
■ ^icantly increases the produc- 
-.on rate for Troop Center units. 



Neimoidian 
Endorsement (Treoc 
Federation Only} 

^his Tech Level 3 Spacepc" 
z^j lends the Trade Federat e - 
3or5e-ment of its Neimoidian spe 
? .c.ving buildings to be const'.r-e 
5 'rc^ jced cost. 


"3 Lighter Armor 

I enhancing infantry armor 


/ ^ Market Insider 
[Trade 

L%4 federation Only} 

Similar to the Neimoidian Er-t: 
t!~is Tech Level 3 Spaceport t 
zgj a lows the Trade Federation" 
ra-'cr any additional technologies 


price. 


Control 

[Trade Federation 
m Only} 

At Tech Level 4, the Tr^: 
arazxon gains the ability to complet-r 
■ “^te resource-trading fees. 


:oraded at the War Center, the Troc-: 
''•e of sight, and more. 


'•oopers an even greater field 
and longer range. 


Integrated 
P Rangefinder 

i l-ike the Portable Scanners tecr- 
nology, this Tech Level 4 upgrade 
tnces most Troop Center units wit^ 
: cnai view range and weapons range 


^ _ iMthout compromising its dura- 
Dnity, this Tech Level 3 upgrade 
E . allows all Troop Center units to 
“:'e quickly. 


FarSeeIn Binoculars 
(Gungan Only} 

Though they cannot research the 
Integrated Rangefinder technol¬ 
ogy, Gungan Troopers gain an equivalent 
bonus to their range and line of sight from 
this Tech Level 4 upgrade. 


^ ^ Dexterity 

Special training brought on by this 
Tech Level 4 upgrade makes all 
Troop Center units move even faster. 


Explosive Yields 
Increased 

This Tech Level 4 upgrade greatly 
increases the effectiveness of 
your Grenade Troopers, causing their explo¬ 
sive attacks to affect a much greater area. 



v»£DH Factory Technologies 

: - '.'.ech weapons and armor may be upgraded at the War Center, the Mech Factory 
: = ' bolster your Mechs' armor levels and speed ratings. 



Upgraded Generator 

At Tech Level 3, you may research 
an Upgraded Generator that 
causes all of your Mech units to 
ore quickly. 


Gungan Mech Factory units, thereby let¬ 
ting them absorb more damage. 


S 


Advanced Generator 

An improvement to the Upgraded 
Generator, this Tech Level 4 tech¬ 
nology confers an additional speed 
boost to all Mech Factory units. 


Advanced Redesign 

This Tech Level 4 technology 
bestows a hit point bonus to all 
Mech Factory units, and also 


enhances Mech Destroyers to be even 
more effective against Assault Mechs. 


Walker Research 
(Galactic Empire Only} 

W At Tech Level 4, the Galactic Empire 

may research this technology, 
- ■ :h reduces the minimum range of its 
-" AT Assault Mechs, effectively granting 
even greater potential for destruction. 



Wookiee Ingenuity 
(Wookiee Only) 

Wookiees may research this Tech 
Level 4 technology, which stream¬ 
lines the Mech production process and 
thus allows Wookiees to produce Mechs at 
a significantly lower cost. 



Gungan Creature 
Armor (Gungan Only} 

This Tech Level 4 upgrade aug¬ 
ments the resiliency of all 



Technicians 

This Tech Level 4 enhancement 
grants all Mech Factory units a 
significant hit point bonus. 


































Jedi/Sith Temple Technologies 

Jedi and Sith Temples don't offer many options when they first become available, 
Tech Level 4, they allow you to enhance your Jedi and Sith units with a variety of 
ent abilities. 


B Jedi/Sit;H 5t:;amina 

Jedi and Sith Knights and 
Masters will regain their ability to 
convert units much more quickly 
after a successful conversion once you've 
researched this technology. 

E Jedi/Sit:h Agilitiy 

This skill grants all Jedi and Sith 
units a speed bonus to movement. 

H Force Strong 

Jedi and Sith Masters gain an even 
greater range for their ability to 
convert units, thanks to this ability. 

Jedi/Sith 

- iP Concentration 

The Concentration skill allows 
Jedi and Sith Masters to convert 
Heavy Weapons and some buildings, in 
addition to standard units. 

Jedi/Sith Purge 

Rather than let your forces fall 
into enemy hands, this defensive 
skill causes your units to destroy 
themselves rather than allow themselves to 
turn against you when they are converted 
by an opposing Jedi or Sith, 


Jedi/Sith Meditation 

After a group of Jedi or Sith t..' 
an enemy unit, only one Jedi/S t 
has to rest before another attemc' 


Jedi/Sith Mind Trick 

I J Knowing the Mind Trick grant: 

P I Jedi and Sith the ability to co'“- 

ceal themselves from view, rer 
dering them invisible to all but the mor 
advanced sensor systems. 


Fortress TECHNOLOGiEs 

Your Fortress offers a number of useful upgrades to your production and your military 
capability, though most of these technologies are only available at Tech Level 4. 

including Bounty Hunters, your civiliza¬ 
tion's unique unit, and Cannons. 

H Shiefding 

(Royal Naboo Only) 

This Tech Level 4 technology 
bestows Naboo's Royal Crusaders 


Bacde Armor 
(Royal Naboo Only) 

The only Tech Level 3 technology 
available from the Fortress, 
Battle Armor grants a bonus to the hit 
points of all units produced at the Fortress, 


'ional shielding system, making 
more resistant to injury. 

BoChan SpyNet 

le SpyNet grants you the abilitj 
:o see what your opponent sees. 

Taxation (Royal 
Naboo Only) 

The Royal Naboo may develop a 
unique taxation system by means 
~ech Level 4 technology, whic^ 
:5 into a greatly reduced produc- 
* for all its military forces. 

Attack Programming 

This technology enhances you' 
civilization's worker units, granting 
them a substantial attack bonus 
■ T buildings and defensive structures 
’ :-5 Turrets and Walls. 


-=AVY Weapons Factory T 

- 't atter Tech Levels, the Heavy Weapons -i r 
:that improves the efficiency of the w'* T5 


Strengthened Frame 

This Tech Level 3 upgrade grants 
Heavy Weapons a bonus to hit 
points, rendering them more 
.lant to enemy attack. 


Reinforced Frame 

At Tech Level 4, the Reinforced 
Frame technology gives Hea.;. 
Weapons even more hit points 


Creature Training 
(Gungan Only) 

Uniquely available to the Gun- 
gans, this ability lets them spe- 


a :ze their Heavy Weapons to be eve^ 
- :'e effective in their respective roles. Tna: 
: Pummels will be much more effective 


Faith in the Force 

This important Tech Level 4 
nology gives almost all your _'irr 
the ability to more effectively 
Jedi or Sith conversion, making them 
as likely to turn against you. 


Force Influence 

Though normally immune to 
own abilities, this technolc 
allows Jedi and Sith Masters ti 
convert opposing Jedi or Sith to their cause 


£ 1 Jedi/Sith Perception 

This ability gives Jedi and Srr 
I Knights and Masters the abik^ 
to detect otherwise invisible unitf 
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“r" :-cj first become ava a : 
a-c 5 *r units with a varerj :* 

Faith In the Forx:s 

J|L important Tech Le.e - 
f^oiogy gives almost al .a _ 
the ability to more effecr. a 
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^ .. :o turn against you. 



Force Influence 

■^ough normally immune *: • 
own abilities, this tech'-: 
allows Jedi and Sith Maste- 
pposing Jedi or Sith to their 


Jedl/Sith Meditatior 

After a group of Jedi or Sitr *. 
an enemy unit, only one Jed-. T 
has to rest before another atte^^ 


I' 


Jedi/Sith Perception 

This ability gives Jedi and S 
Knights and Masters the ac - 
to detect otherwise invisible ur - 


Jedi/Sith Mind Trick 

Knowing the Mind Trick gra'-^ 
I Jed! and Sith the ability to co^ 
ceal themselves from view, re- 
■g :nem invisible to all but the mc-s* 
a^'-crd sensor systems. 


to your production and your milita^. 
available at Tech Level 4. 

.-dtng Bounty Hunters, your civiliza- 
i unique unit, and Cannons. 

Shielding 

« (Royal Naboo Only] 

This Tech Level 4 technology 
bestows Naboo's Royal Crusaders 





T ional shielding system, making 
:■ more resistant to injury. 

Bothan SpyNet 

~''e SpyNet grants you the ability 
to see what your opponent sees. 

Taxation (Royal 
Naboo Only) 

The Royal Naboo may develop a 
unique taxation system by means 
~ech Level 4 technology, which 
5 into a greatly reduced produc- 
for all its military forces. 

Attack Programming 

This technology enhances your 
civilization's worker units, granting 
them a substantial attack bonus 
' buildings and defensive structures 
rr Turrets and Walls. 



Automated Process 

This important enhancement 
accelerates your ability to pro¬ 
duce military units by 33 percent, 
effectively letting you rally more forces 
more quickly. 

Presidium 

This technology reinforces all of 
your Fortresses, making them 
much tougher. 

Berserker Jet Packs 
(Wookiee Only) 

These personal jet packs make 
Wookiee berserkers even faster, 
and thus even deadlier. 



-EAVY Weapons Factory Technologies 

- 5tter Tech Levels, the Heavy Weapons Factory may also be used to develop tech- 
:. that improves the efficiency of the units it manufactures. 



Strengthened Frame 

This Tech Level 3 upgrade grants 
Heavy Weapons a bonus to hit 
points, rendering them more 
tant to enemy attack. 

Reinforced Frame 

At Tech Level 4, the Reinforced 
Frame teGhnology gives Heavy 
Weapons even more hit points. 

Creature Training 
(Gungan Only) 

Uniquely available to the Gun- 
gans, this ability lets them spe- 
: ze their Heavy Weapons to be even 
: 'e effective in their respective roles. That 
Pummels will be much more effective 



against Walls; Mobile Anti-Air weapons 
will be even stronger versus flying units; 
and Artillery will cause even more damage 
to buildings. 

Mechanics 

Heavy Weapons are slow, but with 
this Tech Level 4 enhancement, 
they will move significantly faster. 

Forest Vision 
(Wookiee Only) 

Wooklees may develop this tech¬ 
nology, which gives ail Heavy 
Weapons units a bonus to their line of 
sight, and a bonus to their range. Note that 
the Pummel's range will not be affected. 


































War Center Technologies 

The War Center is the focal point of your research and development for military pur; 
It's mainly used to enhance the attack and defense ratings of your various units, 
some of its technologies can also improve buildings. 



Basic Armor 

This Tech Level 2 upgrade gives 
all Troop Center units a bonus to 
their armor, which helps defend 
them against both ranged and close-quar¬ 
ters attacks. 



^ Light: Armor 

The Tech Level 3 armor enhance- 
A'. i ment grants an additional defen¬ 
sive bonus to Troop Center units. 



Medium RiaCing 

The next level of Mech plating - 
them more damage-resista- 


Heavy Placing 

This Tech Level 4 technc 
makes Mechs even more du: 



Heavy Armor 

At Tech Level 4, Troop Center 
units' armor may be improved 
even further. 


Primary Focusing 
Coils 

By researching this optirr: 
blaster-firing mechanism, 
grant your Troop Center and Mech Facr-T 
units a bonus to their attack strength. 



ElevaCion Tracking 

This Tech Level 2 technology 
enhances Mechs and Ships, as 
well as Command Centers, For¬ 
tresses, and Turrets, with bonuses to their 
attack ratings, their maximum range and 
their line of sight. 


Cooling Sleeves 

At Tech Level 3, further enha^-c 
ments to your Troopers' s' 
Mechs' blasters can make th^ 
firepower even stronger. 




ExCernal Sensor Pod 

At Tech Level 3, all units and 
structures bolstered with Eleva¬ 
tion Tracking technology may be 
similarly enhanced one step further by 
means of External Sensor Pod research. 


Advanced Power Pac:^ 

The ultimate in blaster techr* 
logy, this Tech Level 4 upgra:- 
effectively doubles the effects : 



the previous Trooper and Mech weapo' 
enhancements. 



Targeting Sensor 

Targeting Sensor technology 
again applies to Mechs, Ships, 
and defensive structures, granting 
them even greater attack strength, range 



and line of sight. 



Redesigned 
Specifications 

This Tech Level 3 upgrade 
improves the design of you* 
Ships, making them more resistant t: 
damage and also allowing Transports tc 
carry additional troops. 



Grenadier Training 

A: Tech Level 3, you may develop 
~£w techniques that enhance 
.our Grenade Troopers, allowing 
=rtack twice as quickly as before. 


Redoubled Efforts ^ . 

3y focusing the development of 
your navy, this Tech Level 4 up- 
grade makes all your Shipyard 
units much cheaper to produce. 




Advanced Scanning 

All Ships may be equipped with 
high-end detecting capabilities 
thanks to this Tech Level 4 
e Submersible units will thus no 
be able to hide. 


==SEARCH Center Technouo: 

- ^search Center's multipurpose technolog, er; 
e, are used to improve ranged weapons c':: : 




Support 


□uraSteel 
Beams 

Not only does this Tech Level 3 
technology boost your buildings' 
_oints, and makes them more heavily 
I'ed as well. 


Light Plating 

Much like basic armor for Troopers, 
this Tech Level 2 technology boosts 
the defensive ratings for Mechs. 


Advanced Propulsion 

By researching superior under- 
j water propulsion systems, you 
can cause all your Ships to move 


considerably faster thanks to this Tech 
Level 4 upgrade. 


Permacite Plating 

kHV I improvement to DuraSteei 
m iifcij Support Beams technology, Perma¬ 
cite Plating makes your buildings 
denser and tougher. 



B lon Accu-Accelerator 

By concentrating the firepower of 
your Turrets, this technology 
grants them a significant bonus 
■; their damage rating, and makes them 
tioecially effective against hostile Ships. 


Rotation Bearings 

Turrets and Fortresses 
cannot target units that are direct¬ 
ly adjacent to them. However 
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Primary Focusing 
Coils 

By researching this optim r-:: 
blaster-firing mechanism, 
gra-: your Troop Center and Mech Fact:- 
-.-'Its a bonus to their attack strength. 

Cooling Sleeves 

At Tech Level 3, further enha^ 

__I ments to your Troopers' : 

Mechs' blasters can make the: 
* 'rDower even stronger. 

Advanced Power Paca* 

f The ultimate in blaster techre 

_j ^ogy, this Tech Level 4 upgrac-: 

effectively doubles the effects o' 
"•e orevious Trooper and Mech weapo'^ 
r''''ancements. 



iW 


Redesigned 

Specifications 


This Tech Level 3 upgrade 
improves the design of you* 
5*' os, making them more resistant to 
cja'r'.age and also allowing Transports t: 
carry additional troops. 

~1 Advanced Propulsion 

By researching superior under- 
f water propulsion systems, yow 

can cause all your Ships to move 
considerably faster thanks to this Tec*-- 
^vel 4 upgrade. 




Grenadier Training 

■At Tech Level 3, you may develop 
new techniques that enhance 
your Grenade Troopers, allowing 
attack twice as quickly as before. 

Redoubled Efforts 

By focusing the development of 
your navy, this Tech Level 4 up¬ 
grade makes all your Shipyard 
units much cheaper to produce. 

Advanced Scanning 

All Ships may be equipped with 
high-end detecting capabilities 
thanks to this Tech Level 4 
Submersible units wilt thus no 
- :-e-' be able to hide. 



Faster Growth 
Chambers 
(Gungan Only) 

At Tech Level 4, the Gungans gain 
the unique ability to boost production of 
their organic Ships, by growing them more 
quickly than normal. 

Tougher Armor 
(Rebel Alliance Only) 

By developing new and im¬ 
proved defensive technology, 
the Rebels can grant all their Troop Center 
units additional hit points, making them 
much tougher In battle. 



Research Center Technologies 

7 - esearch Center's multipurpose technology research projects are all military in nature, 
are used to improve ranged weapons or to bolster the integrity of your structures. 



□uraSbeel Support: 
Beams 

Not only does this Tech Level 3 
technology boost your buildings' 
ooints, and makes them more heavily 
:"ed as well. 

Permacite Plating 

An improvement to Dura Steel 
Support Beams technology, Perma¬ 
cite Plating makes your buildings 
denser and tougher. 

Ion Accu-Accelerator 

By concentrating the firepower of 
your Turrets, this technology 
grants them a significant bonus 
: their damage rating, and makes them 
7ioecially effective against hostile Ships. 








Rotation Bearings 

Normally, Turrets and Fortresses 
target units that are direct¬ 
ly adjacent to them. However, 




with this Tech Level 3 technology, they no 
longer have such limitations. 

Power Calibrator 

This technology increases the 
speed at which your workers can 
build structures by 20 percent. 

Tracking and 
Targeting Computer 

Faster moving units can some¬ 
times avoid blaster fire—but 
theyll have a much harder time doing so 
once you've developed this Tech Level 3 
technology, which lets all your ranged 
attack units hit moving targets more easily. 

Homing Sensors 

By developing these new sensors 
specialized against Aircraft, you 
can grant all your Anti-Air units 
an additional attack bonus, making them 
even more lethal. 
















































Heavy Weapons 
Engineers 

This Tech Level 4 research project 
grants your Heavy Weapons and 


Cannons a significant damage 
against buildings, and greater -i* 
Pummels' range cannot be increased, 
the Anti-Air Mobile cannot attack bui ; 


Air Base Technologies 

The Air Base is a self-contained facility that not only manufactures all the flying units £ 
able to your civilization, but is responsible for researching all the technology tha: 
enhance them. 





Flight School 

The nature of flight is such that 
your Aircraft will have a harder 
time hitting targets than units 
firmly rooted on the ground. Fortunately, 
the Tech Level 3 Flight School research 
project greatly improves their ability to hit. 

Advanced Flight 
School 

A Tech Level 4 enhancement to 
the Flight School research pro¬ 
gram, Advanced Flight School makes your 
Aircraft deadly accurate in battle. 

Enlarged Bomb Hold 

This Tech Level 3 technology 
* M increases the payloads of your 
Bomber units, making their 
attacks cause damage in a much wider 
radius than before. 

Efficient 
Manufacturing 

Developing this Tech Level 4 
research project redefines your 
Air Base manufacturing operations, letting 
you produce Aircraft at a reduced cost. 



Shield Modifications 

This significant Tech Level 4 te;- 
nology bestows all Aircraft ; " 
regenerating personal shie-: 
effectively doubling the amount of us¬ 
age they can withstand. 

Armored Platework 

At Tech Level 4, you rr-s 
research this advanced, lig^* 
weight armor that makes yov 
Aircraft much more resistant to enemy T't 




mill Advanced Engines 
(Royal Naboo Only) 

mu The Royal Naboo singularly pci 
“ sess technology for Advance; 
Engines that lets all their Aircraft maneuve* 
appreciably faster than the equivaler: 
Aircraft of their rivals. 



U^TIPLAYER GAMES 

r games give you the opportunity ic ^ ; 
r : ^^.^olled players, opening up an ent ^r - 
T your opponents in a variety of loca: 

. :s e maps. Eight players can play ove' s’ 

; r ;sn connect with a modem or seria 
'-controlled players can be added for 

Z rNNECTING TO A MULT 1 PLAYE = 

many ways to establish connections *c' 

- : — : Battlegrounds Main Menu, click or ' 

.T'^er way you can play online. See cage r 
-: Multiplayer will prompt you to enter a - s-f 
s and click OK. On the right side of the sc'ee-- 
connection types listed. 

'cemet TCP/IP for DirectPlay: Choose tn s ;;--e 
: _ .vill need to know the IP address of ^; r 
: IP address to each client so they can co'-'-er 

' A Connection for DirectPlay: Choose s 
! - i 3 ;iable games will appear in the windov, ce'er 

^al (LAN) TCP/IP Connection: Choose t" ? 
Available games will appear in the v. -c; 

**'Odem: Choose this connection type to pia^ ga-e: 

Serial Connection for DirectPlay: Choose 
rcmputers connected with a null modem cac^e 
cable will not work; you must use a nul ; 

Microsoft®'s the Zone.com™: Accessec 
'ternet gaming environment that al g a s _: 

' -ternet. A more detailed discussion of M ome — 
Gage 57. 

OTE: if any of the above connection types gc - ; 

I " 5 because you do not have that k-r.c z' 

I : --ertainment Company LLC does not curre'*: c ; : 
I gameplay over the Internet, and playe-s 

game matching service in order to engage - "a 

■ Hosting a Multiplayer Gave 

I -csting a game follows the same steps for a - 'a 
Launch the game. 

I Click the Multiplayer option on the Matr '.'a--^ 

3 This will prompt you to enter a name - .c-- ~ r- 
click OK. 

a Click the connection type you will use to- g; 
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researching all the technology tK=- nr 


Shield Modifications 

This significant Tech Level ^ :e ' 
nology bestows all Aircraft ^ ? 
regenerating personal shie :. 
~ectT^.ety doubling the amount of ca- 
^ they can withstand. 


Armored Platework 

At Tech Level 4, you 
research this advanced, lie"' 
weight armor that makes yci, 
much more resistant to enemy f - 



Advanced Engines 
(Royal Naboo Only] 

The Royal Naboo singularly pos¬ 
sess technology for Advance: 
isrr.es that lets all their Aircraft maneu»e^ 
:p-:ec?3b]y faster than the equivaler: 
rcram of their rivals. 


I PLAYER GAMES 

■Mar : games give you the opportunity to play against other human and/or com- 

fc : -'rolled players, opening up an entirely new level of challenging gameplay. You 
, : rx e your opponents in a variety of locations, from standard maps to special Star 

- I'la-e maps. Eight players can play over an Internet, LAN, or IPX connection. Two 

.. :3n connect with a modem or serial connection, although up to six additional 

- : --^'-controlled players can be added for the game. 


:r“:%NECTING TQ A MULTIPLAYER GAME 

' - many ways to establish connections for multiplayer games. On the Star Wars 
Battlegrounds Main Menu, click on the icon for Multiplayer or access the Zone, 
: ' ;:ner way you can play online. See page 57 for details on using Zone.com™. 
-; Multiplayer will prompt you to enter a name if you haven't done so already. Type 
. e and click OK. On the right side of the screen, you will now see a window with the 
: connection types listed. 

^mernet TCP/IP for DireetPlay: Choose this connection type to play over the Internet. 
: - will need to know the IP address of the host. If you are the host, be sure to give 
: -MP address to each client so they can connect to your game via the Internet. 

- *. Connection for DireetPlay: Choose this connection type if you have an IPX LAN. 
-. l iable games will appear in the window beneath Show Games. 

-ocal (LAN) TCP/IP Connection: Choose this connection type if you have a TCP/IP 
Available games will appear in the window beneath Show Games. 

^'odem: Choose this connection type to play games with your friends using your modem. 

Serial Connection for DireetPlay: Choose this connection type If you have two 
remputers connected with a null modem cable. Please note that a standard serial 
:able will not work; you must use a null modem cable. 

Microsoft®'s the Zone.com™: Accessed from the Main Menu, this is Microsoft®'s 
'■ternet gaming environment that allows you to play multiplayer games on the 
'•lernet. A more detailed discussion of Microsoft's the Zone.com can be found on 
cage 57. 

If any of the above connection types do not appear in your Multiplayer window, 
' s because you do not have that kind of connection type available. LucasArts 
- "ertainment Company LLC does not currently provide its own hosting services for multi- 
--e-' gameplay over the Internet, and players may therefore need to locate their own 
c^me matching service in order to engage In online multi-user play. 


Hosting A Multiplayer Game 

-osting a game follows the same steps for all connection types: 

Launch the game. 

: Click the Multiplayer option on the Main Menu. 

i This will prompt you to enter a name if you have not already. Type a new name and 
click OK. 

^ Click the connection type you will use for your game. 




























5. If you are using IPX or LAN, simply click Create. If you are using an Internet ”7 
modem or serial connection, follow these steps: 

a) Internet TCP/IP Connection: Be sure you are already connected to your 
Service Provider. On the Star Wars Galactic Battlegrounds Main Menu, click C - 
The Multiplayer Game screen will appear. In the lower-middle of the screen is " 
button. Click on this to see your IP address. If two are listed, you generally want *: - 
the second one, as the first one is typically the LAN IP address. Give your IP ac: 
to clients who will be joining the game. 

b) Modem Connection: Be sure your friend has your modem phone number : 
Create. A prompt will appear. Select the modem you wish to use, and click A^: 

When your friend dials up to your modem, you will be taken to the Multiplayer Gs ^ 
screen. 

c) Serial Connection: Click Create. Select the appropriate COM port that your - 
modem cable is attached to. Click OK. You will be taken to the Multiplayer G:-- 
screen. 

6. The Multiplayer Game screen will open, providing you with many options for custor~i 
ing your game. 

7. Using the pull-down menus, choose the Game Settings you prefer. For a discussior : 
the various Game Settings, see Multiplayer Setup on page 58. 

8. Under Name, you will see your own name followed by seven positions, which car : 

filled by other players. An Open position will allow anyone to join. To close a posit: 
thereby limiting the number of players who can join, use the pull-down menu a- ii 

select Closed. You can also eject players from a game by selecting Closed from ** < 

menu next to their names. 

9. When you are ready, click the circle next to I'm Ready! 

10. When all players are ready, click the Start Game button to begin the game. 

Joining a Game , 

Depending on your connection type, joining a game has several different procedures. 

Internet TCP /IP for DirectPlay j 

1. First connect to your Internet Service Provider. j 

2. On the Main Menu, click on Multiplayer, then double-click on the Internet TCP”- ' 

connection type. I 

3. A prompt will appear, asking you to enter the IP address of the host. Enter th 5 | 

address. Include any periods (example: 202.7.42.200). Make sure there are no spaces I 

on either side of the number. Click OK. I 

4. The game will appear In the window under Show Games. Select it and click Join. This I 
will take you to the Multiplayer Game screen. 

IPX Connect;ion for DirectPlay 

1. On the Main Menu, click on Multiplayer, then click on the IPX Connection type. 

2. A list of existing games will appear under Show Games. 

3. Select the game you want and click Join. This will take you to the Multiplayer 
Game screen. 


s .^AN] TCP/IP Connection 

s Main Menu, click on Multiplane * -i" 
rr.ion type. 

:* existing games will appear unde^ S': 

^ •''.e game you want and click Join. Th.s v - 

3em 

e Main Menu, click on Multiplayer, the*' 

. "pt will appear, asking you to ente^ "e : 
arcing to. You do not need to type :^r res-e 
■-e area code if it will be a long distance :: - 

-cnone switchboard). You will see the : 

. the number field. Click in this area :: :' 

OK to connect to the modem. 

: -ame will appear in the window unde' S": 
cake you to the Multiplayer Game sc-'^ee'* 

«r“ al Connection 

- must have a null modem cable for this cor''*ec“n 
-e Main Menu, click on Multiplayer, r: 
cenfiguration window will appear. You : 

: e IS connected to. Select the appropriate : I 
e game will appear in the window unde' S -: 
take you to the Multiplayer Game scre^-- 

. : ning and Hosting Games on Mtc 

‘ c!ay games on Microsoft's the Zone-cc"" : 

■'ternet Explorer (3.2 or later) or Netscape 
• 32-bit dial-up networking (Modem or 53^ : 

etc.) to the Internet 

sure you are already connected to you' ‘: 
the Main Menu, click on the Zone.co^ :: 

' ck on the Go to the Zone button on 
■-IS will cause Star Wars Galactic Battieg^-Ow- 2 ; 
: jr browser will take you to the Microsc~ 5 
Once the Zone page loads, enter your Zc^e - 
T .et, the Zone will walk you through reo s": 

*'ou will be taken to the Star Wars Galact c r 
"ournament room to enter. 

"ou can now host or join a game. 

"here are many helpful sections on M;C^'C5:“ 
connecting to games there. You can alsc ^ : 

-ents and events. 

































Z'e3:e If you are using an Interne: ^ 

steps: 

c--. are already connected to your 
< Battlegrounds Main Menu, click C'ii 
'■ :"e lower-middle of the screen ts . 
* r.vo are listed, you generally warn ^ 
'''.e lAN IP address. Give your IP 

^as your modem phone number 3: 
^■cer^. you wish to use, and click A^r 
.C-- .vill be taken to the Multiplayer G? - 

aopropriate COM port that you?- ' 

- i*. be taken to the Multiplayer 

c' ng you with many options for custo- r 

Seuings you prefer. For a discussior 
Setup on page 58. 

‘3-.c.ved by seven positions, which car 
3 lo.v anyone to join. To close a posiucr 
C5'' join, use the pull-down menu 
a game by selecting Closed from irri 

ready! 

a-^e Outton to begin the game. 


has several different procedures. 


double-click on the Internet TCPlr 

r' IP address of the host. Enter th-s 
^ -2.200). Make sure there are no spaces 

5---Q.V Games. Select it and click Join. This 


^ d*ck on the IPX Connection type. 

“C’A Games. 

3^iS will take you to the Multiplayer 


r XAN) TCP/IP Connection 

. "3 Main Menu, click on Multiplayer, then click on the Local (LAN) TCP/IP 

--action type. 

cf existing games will appear under Show Games, 
a:: the game you want and click Join. This will take you to the Multiplayer Game screen. 

ixaem 

^ " r Main Menu, click on Multiplayer, then double-click on the Modem connection type. 
: rmpt will appear, asking you to enter the phone number of the modem you are 
-acting to. You do not need to type the dashes. Remember to include a "1" (one) 
-: tre area code if it will be a long distance call, and 9 if you are dialing out of a PBX 
i aohone switchboard). You will see the type of modem installed on your machine 
: : .V the number field. Click in this area to change devices. 

:■ OK to connect to the modem. 

game will appear in the window under Show Games. Select it and click Join. This 
:ake you to the Multiplayer Game screen. 

rasr-al Connectiion 

- must have a null modem cable for this connection. A standard serial cable will not work. 

- :ne Main Menu, click on Multiplayer, then double-click on the Serial connection type. 
- lonfiguration window will appear. You must know what COM port your null modem 

e Is connected to. Select the appropriate COM port and click OK. 

"-e game will appear in the window under Show Games. Select it and click Join. This 
take you to the Multiplayer Game screen. 

.icming and Hosting Games on Microsoft’s the Zone.com 

■: olay games on Microsoft's the Zone.com, you will need: 

• mternet Explorer (3.2 or later) or Netscape Navigator (4.0 or later) 

• 32-bit dial-up networking (Modem or ISDN) or direct connection (T1, xDSL, Cable, 
etc.) to the Internet 

E-e sure you are already connected to your Internet Service Provider. 

the Main Menu, click on the Zone.com™ icon. 

1 ick on the Go to the Zone button on the bottom right side of the screen. 

■''IS will cause Star Wars Galactic Battlegrounds to close. 

-I *our browser will take you to the Microsoft's the Zone.com. 

Once the Zone page loads, enter your Zone name and password. If you do not have 
*3 yet, the Zone will walk you through registration. 

*bu will be taken to the Star Wars Galactic Battlegrounds page. Click a Standard or 
Tournament room to enter. 

"'ou can now host or join a game. 

There are many helpful sections on Microsoft's the Zone.com, including walkthroughs 
connecting to games there. You can also find tips and strategies, as well as tourna¬ 
ments and events. 


































Multiplayer Setup 

Clicking on Join or Create will open the Multiplayer Game screen. Only the host car -:: 
ify the Game Settings, but players can choose their teams and civilizations, as well as 
player color, number, and map position. 

The Multiplayer Game screen has several sections. The top-left window lists the c r. 
ers, their team numbers and civilizations. The top-right box contains Game Settings 
bottom-left box contains the buttons necessary for starting and canceling games 
bottom-right box contains help text that will appear when you float your mouse pc ' - 
over different options. 

The following is a rundown of the various options available on the Multiplayer Game scr^' 

In the upper left of the screen: 

• Name: Displays names of the host and players. The host can click on the arrow to 
left of a name to open several options. Open leaves the position open to joining pla>e' 
Closed closes that position and ejects any existing player already in that spot from 
game. Computer assigns a computer player to that position. 

• Ping: This number shows you how fast the communication is between you and ot^ 
players. The smaller the number, the faster the communication. 

• Civilization: The default setting is Random, which will randomly choose one of the 
civilizations for the player in that position. The arrow to the left is used to choose 
particular civilization. 

• Player: Click in this box to select your color and starting position on the map. 
color of the number Is the color you will represent on the map. If two or more player 
choose the same player number, they can play a cooperative game in which they sha'^ 
control of the same civilization. 

• Team: Click in this box to choose a team number. Players with the same number v. ■ 
be on the same team. If you do not wish to be on a team, leave the dash m the be?. 

In the middle left of the screen: 


This is the Chat Window. To speak to other players, type in your comment and pres- 
ENTER. Your message will appear in the Chat Window, where others can read it. Messages 
from other players appear in the Chat Window, as well. To scroll through the chat tha: 
has occurred since you joined the game, press either the UP or DOWN ARROWS, or press 
the PAGE UP or PAGE DOWN keys on your keyboard. 

In the lower left of the screen: 


Tm Ready: Click in the box next to Pm Readyl when you are ready to start the game 
The names of players who are ready appear green, while the names of players who are 
not ready appear red. 

Technology Tree: This button has several small squares joined by thin lines. Click on 
this to see the Technology Tree, which lists the units and upgrades for each civilization, 
as well as where to find them. 

IP: Clicking on this button will bring up your IP address. If there is more than one 
address listed, the top address is generally your local LAN address. If you are hosting, 
it is the bottom IP address you will want to give to clients connecting to your game 
via the Internet. 


Game: The game host will click 

-- ze\: Click this button if you joined or 
'r'urn you to the Main Menu. 

I ^ jpper right of the screen: 

nr - irrjngs are adjusted here. 

-e Type: Choose the type of game c - 
Type: Choose between a Standarc 
-^cation: Select the distribution of lane r-c 
i- Locale. A description of the terra- 
”: _se over the name of each location 
Lao Size: Choose the map size appreo^a^e * 
:‘-Acuity: Choose the difficulty level thai : 
'resources: Choose the amount of cart-c ^ 

: a at the start of the game. 

-^ulation: Select the maximum numcr' ;* . 

■"e recommended number. Higher cccv^ i* 
Came Speed: Select how fast units 
r eacts all players. 

-r.eal Map: Choose how much of 
rnmal, you will have to explore the mac 
see the map, but must explore to c : ^ 
: ::h the map and your opponents. 

-:tial Tech Level: Choose which leve^ a c - 
^ ictory: Choose the victory conditior rec - a 
"^m Together: Selecting this optio^ a 
::ner when the game begins. 

- I Techs: Select this option if you v.a'': ; 
be able to research all the techno cc a-5 

- Ailow Cheats: Select this option to ai : • • a 
>Dck Teams: Select this option to keep c 
reams without assigning computer platens 
.ock Speed: Select this option to keec c-a : 
*ne game begins. 

Record Game: Select this option to recc e 
■oading the file. 

Options While Playing a i 
^-Game Chat 

r-^tting while in-game can be an impoms" 
•eed to ask your allies for supplies, offe*' cer« .c 
pes. The Chat window is the perfect too: 

The quickest way to chat while In-ga—e s *: 

- small window will appear. Type Cw* 

cur message to the other players. You v. 


































^ = feT Game screen. Only the host car -cc I 
teams and civilizations, as well as 1 

■ - ■a't Game: The game host will click this button when all players are ready. 

■; lircel: Click this button if you joined or created a game you do not wish to play. This 

1 'rturn you to the Main Menu. 

ecr;ons. The top-left window lists the 1 

:oo-nght box contains Game Settings I 

for starting and canceling games I 

JDi>e3r when you float your mouse po-'r-? I 

1 * re upper right of the screen: 

■ ": Settings are adjusted here. 

1 I-e'-e Type: Choose the type of game you want to play. 

■ vTrc Type: Choose between a Standard map and a Star Wars Locale map. 

1 -leation: Select the distribution of land and water on a map, or choose a specific Star 

ons available on the Multiplayer Game screen 1 

1 :-cs Locale. A description of the terrain will appear in the Help window when you 

1 - :^.-se over the name of each location. 

"^he host can click on the arrow tc 1 

‘ the position open to joining player. I 

cst^ng player already In that spot from I 

^ to that position. 1 

communication is between you and ct^- I 
^ communication. I 

♦'m cr, will randomly choose one of the s,: I 
“re arrow to the left is used to choose s I 

1 -'ap Size: Choose the map size appropriate for the number of players in the game. 

1 I'^culty: Choose the difficulty level that the computer players, if any, will compete on. 

1 •^sources: Choose the amount of carbon, food, ore and nova in each player's stock- 

1 : r at the start of the game. 

1 ^qulation: Select the maximum number of units each player can create. Seventy-five 

1 Tne recommended number. Higher population limits require faster computers. 

1 Came Speed: Select how fast units move and how fast game time elapses. This 

1 r~e<rts all players. 

1 ^rveal Map: Choose how much of the map is revealed at the game's start. For 

1 .: 'mal, you will have to explore the map to reveal your opponents. For Explored, you 

and starting position on the map. T-e I 
xesent on the map. If two or more pla>'er I 
av a cooperative game in which they she's I 

1 see the map, but must explore to find your opponents. For All Visible, you will see 

1 : :th the map and your opponents. 

1 -itial Tech Level: Choose which level all players will start at. 

1 *ictory: Choose the victory condition required to win the game. 

-moer. Players with the same number wil I 
: £>e on a team, leave the dash in the box I 

1 ^am Together: Selecting this option will allow teammates to be adjacent to each 

1 ;:ner when the game begins. 

1 -2^11 Techs: Select this option if you want all civilizations to lose their special abilities 

c-a^ers. type in your comment and press I 
roosv, where others can read it. Messages I 
v as well. To scroll through the chat that 1 
^^ther the UP or DOWN ARROWS, or press I 
ooard. I 

1 be able to research all the technologies In the game. 

1 • -Mlow Cheats: Select this option to allow all players to use cheat codes. 

1 • Lock Teams: Select this option to keep players from switching to other teams. Locking 

1 :eams without assigning computer players to separate teams will result In them allying. 

1 • Lock Speed: Select this option to keep players from adjusting the game speed once 

1 :ne game begins. 

1 • Record Game: Select this option to record your game. You can play It back later by 

lY when you are ready to start the game. I 
green, while the names of players who are I 

1 loading the file. 

[ Dptions While Playing a Multiplayer Game 

squares joined by thin lines. Click on I 
w.nits and upgrades for each civilization, I 

1 n-Game Chat 

1 :-atting while in-game can be an important part of the multiplayer experience. You may 
1 -eed to ask your allies for supplies, offer backup, or formulate attack and defense strate- 

IP address. If there is more than one 1 
ftx;- local LAN address. If you are hosting. I 
; g»ve to clients connecting to your game I 

1 : es. The Chat window is the perfect tool for this. 

1 The quickest way to chat while in-game is to press the ENTER key on your keyboard. 

1 - small window will appear. Type in your comment. Hitting ENTER again will send 

1 our message to the other players. You will see your comment, as well as the comments 

























from other players, appear in the upper-left side of the screen. There are seve^a^ -ir 
keys that let you select who will receive your message. Press the hot key first, follov.ea ' 
your comment: 

Send a message to everyone 1 

Send a message to teammates 
Send a message to enemies 

For more complex chatting, click on the Chat menu, which is found among the 
buttons on the far lower right of the screen. The Chat menu icon shows a person spe^f 
ing a bubble of dialogue. The Chat menu allows you to send messages to specific p 
ers, scroll through recent chat that has occurred in the game, and use various taunts ' 
commands to tease players and even get resources and backup from allies, To send a 
sage, type your comment onto the Chat line and click Send. To send a Taunt or Comma'»r, 
you need only type its corresponding number and click Send. 

To disable chatting in the game, simply unhighlight the checkbox next to all p!=v«i^ | 
names in the Chat window. Close the Chat menu by clicking on Close. 

Saving a Mult^iplayer Game 

There are several ways to save a multiplayer game. Click on the Menu button on the V 
lower right of the screen. A window will open, giving you a variety of options. 

• Save: To save a game and continue play, click Save. The Save Game window will op*e- 
You will see a default title for the game you are saving—generally Multiplayer Savi 
followed by the date and time of the save. You may rename the game if you choosr 
Click OK and the game will be saved. You will then be returned to the game. 

• Save and Exit: To save a game and quit, click Save and Exit. You will see a default tj-K 
for the game. You may rename it if you wish. Click OK, and then a Save and Exit Vv-- 
dow will appear. All players must vote here to either Continue Game, Save and Exit, d' 
Wait for other players to vote before deciding. 

• Deleting Saved Games: You can also delete saved games from the Save Game men- 
Simply click on the game you want to delete and press Delete. Click Cancel if you cz 
not wish to Save or Delete a game. You will return to the game. 

• Save Chapter: If you chose to record your game during setup, you can select Save 
Chapter. This allows you to skip to different chapters during the playback of the game 
Click on Save Chapter; a message will appear on the screen, alerting players that a 
chapter is being saved. The game will then continue. 

Quit:t:ing a Mult:;iplayer Game 

To exit the game while playing, click on the Menu button on the far lower right of the 
screen. Click Quit Current Game. A confirmation message will appear, asking if you're sure 
you want to quit. Click Yes if you are. This will bring you to the Achievements screen, 
where you can see how you scored compared to the other players. 


j »«^:^oring a Multiplayer Game 
; jSteTi-ig a Restored Game 

' • . - a.iously saved a multiplayer game.. 

■F’ . : - e to host the restored game, click cr 
u select the connection type you war: 
nip - open. Select the saved game you /. 
- : —e Multiplayer Game screen. 

E re a Restored Game 

. . sh to join a restored game another c 
ui! - . Main Menu. Be sure to select the co^^ 
ill , appear under Show Games. Click Jo 

^ne Restore option will not be avaiiao ■ 







































5 .de of the screen. There are seve'5 
•^■essage. Press the hot key first, follov.e- 


Cnat nienu, which is found among the 
Chat menu icon shows a person sp-e 
r .5 you to send messages to specific p 
the game, and use various taunts 3 
: - irs and backup from allies. To send a ~ 
and ciick Send. To send a Taunt or Comme 
and click Send. 


^''''.gpMght the checkbox next to all 
by clicking on Close. 




ga'^e Click on the Menu button on the * 
En g;.ing you a variety of options. 

: : ■ Save. The Save Game window will op-E ■ 
are saving—generally Multiplayer Sai-i 
Vo« may rename the game If you choose 
. then be returned to the game. 

Save and Exit. You will see a default trri- 
Gick OK, and then a Save and Exit wr 
£ tc e ther Continue Game, Save and Exit, : 

ete saved games from the Save Game men„ 
-£ie and press Delete. Click Cancel if you cc 
‘ return to the game. 

game during setup, you can select Sa've 
-* chapters during the playback of the game 
coea" on the screen, alerting players that a 
continue. 

button on the far lower right of the 
"'essage will appear, asking if you're sure 
bring you to the Achievements screen, 
d to the other players. 


r-oring a Multiplayer Game 

-g a Restored Game 

d eviously saved a multiplayer game, you can restore it and continue play. If you 
<e to host the restored game, click on Multiplayer on the game's Main Menu. Be 
select the connection type you want to use. Click on Restore. The Saved Game 
open. Select the saved game you wish to restore and click OK. This will bring 
:ne Multiplayer Game screen. 

-9 a Restored Game 

.:sh to join a restored game another player is hosting, click on Multiplayer on the 
: Main Menu. Be sure to select the connection type you want to use. The restored 
!l appear under Show Games. Click Join. The Multiplayer Game screen will open. 

: ^he Restore option will not be available If you do not have any saved games. 
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APPENDIX 

CiviLizATiON Attributes 


0alact:ic Empire 

_ Heavy Mechs are 5 perc ent less expensive than other civilizations'. 

Disadvantages Aircraft take 5 percent longer to build and are 5 percent more expensive ■ 
_ other civilizations'. 

Unique Upgrades 


Walker Research AT-AT minimum range is decreased. Found in the Mech Factory 

Altered Bargains There is no resource trading fee. Found in the SDaceoort. 

— All Military units cost 'C : - 

- Wrrwr Fortress units have 25 pe'c^ 

Strengths 

Weaknesses 

■Engines Ai rcraft ga i n 

10 percent sc+f; 

Mechs 

Sea 


Weaknesses 

Heavy Weapons 

Air 


Troops 

Sith 



Mechs 

Troops 



Heavy Weac-c "s 


Gungans 

Bonus 


Disadvantages 


Gungans can build underwater Prefab Shelters. Medics can heal most military u- - 

Aircraft take 5 percent longer to butid and are 5 percent more expensive 

than other civilizations'. 


Unique Upgrades 


FarSeeIn Binoculars Troop Center units (except Mounted Troopers) gain +2 range and line of sig- 

Found in the Troop Center. 


Gungan Creature 

Armor 


Mechs gain +10 percent hit points. Found in the Mech Factory. 


Creature Training 


Faster Growth 

Chambers 


Pummel is two times as effective against Walls, Mobile Anti-Air is more 

effective against air; artillery is more effective against buildings. Found in the 
Heavy Weapons Factory. ____ 

Ships can now be built 20 percent faster and cost 20 percent less. Found in 

War Center. 


= Naboo 


Nova is collected 10 perce¬ 


ntages 


None. 


-pgrades 


Royal Crusader has shte’z ~ 


Federation 

The Trade Federation dc=^ 


-antages 


Carbon collection is 20 p+' 
less carbon than other c . 


: --r Upgrades 


' Extractor 
wsfiment 


Ore collectors work 50 

All buildings cost 5 percer* 


Insider AH research costs 10 pe^ce" 


c Control 


There is no resource trac - z 


Strengths 

Weaknesses 

Sea . . ■ 

Air 

Mechs 

Jedi 

Heavy Weapons 


Troops 



- -qths 

Weaknesses 


Air 

.Veapons 

Troops 

Sith 


Dei Alliance 

iS The carry capacity of fa^ 


i-±vantages 


None. 


Wookieea 

Bonus 


■ - je Upgrades 


Disadvantages 


Carbon collecting in Tech 3 and above is 5 percent faster. 


None, 


Unique Upgrades 


Wookiee Ingenuity 


Mech Factory units cost 15 percent less to build Found in the Mech Factory. 

Berserker Jet Packs Berserkers gain 10 percent speed. Found in the Fortress. 

All biological units (except workers) regenerate health automatically and all 

Troop Center units gain +30 hit points and +2 DuraArmor. Found in the 
Command Center. _ 

All Heavy Weapons units (except Pummels) gain +2 attack range and line of 


Self Regeneration 


Forest Vision 


Strengths 

Weaknesses 

Troops 

Mechs 

Air 

Jedi 

Heavy Weapons 

Sea 


■^fher Armor 


All Troop Center units ga ■ 


T-^ths 

Weaknesses 


:ops 

Heavy V.+a:: - 
Mechs 


: , ■ ' 7 . 

Sea 

















































































































Nova is coHected 10 percent faster than other civilizations. 


expensive than other civilizations' 


build and are 5 percent more expensive tr. 


None. 


attf^£^ .3ntages 

Upgrades 


Royal Crusader has shielding. Found in the Fortress. 


All Military units cost 10 percent (ess. Found in the Fortress. 


•^sed. Found in the Mech Factory. 


Fortress units have 25 percent more hit points. Found in the Fortress. 


Found in the Spaceport. 


ftoBDe Vmor 


Aircraft gain 10 percent speed. Found in the Air Base. 


The Trade Federation does not need to build Prefab Shelters. 


'afa Shelters. Medics can heal most military u' 


Carbon collection is 20 percent slower than other civilizations'. Start with 25 
less carbon than other civilizations. 


id and are 5 percent more expensive 


3Biwc-*antages 


Upgrades 


Ore collectors work 50 percent faster. Found in the Ore Processing Plant. 


Extractor 


red Troopers) gain +2 range and line of sigi 


All buildings cost 5 percent less to build. Found in the Spaceport. 


Found in the Mech Factory. 


AH research costs 10 percent less. Found in the Spaceport. 


Insider 


against Walls, Mobile Anti-Air 


IS more 

-ore effective against buildings. Found in the 


Control There is no resource trading fee. Found in the Spaceport. 


Weaknesses 


Air 

Troops 

Sith 


Paster and cost 20 percent less. Found in t^^ 


rVeapons 


The carry capacity of farm droids is 5 percent greater than other civilizations' 


advantages 


None. 


rue Upgrades 


All Troop Center units gain 4-20 hit points. Found in the War Center. Requires 
Lighter Armor (also found in the War Center). 


Tsuifher Armor 


3 anc above is 5 percent faster. 


less to build. Found in the Mech Factory. 


Found in the Fortress. 


.ers; regenerate health automatically and all 
: points and 4-2 DuraArmor. Found in the 


^ummels) gain +2 attack range and line of 


IS Factory. 




S^T^gths 

Weaknesses 


Heavy Weapons 

■ :ops 

Mechs 


■■Sea 


te^ctns 

Weaknesses 


Troops 


Mechs 


Heavy Weapons 
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Civilization Ranking for Unit Types 

Rank Breakdown: [1 is most effective; 5 is least effective] 


Air 


Mechs 


Heavy Weapons 


Royal Naboo 

1 

Trade Federation 

1 

Trade Federation 

1 

Alliance 

1 

Galactic Empire 

1 

Galactic Empire 

1 

Wookiees 

2 

Gungans 

2 

Gungans 

2 

Galactic Empire 

4 

Wookiees 

3 

Wookiees 

3 

Gungans 

4 

Rebel Alliance 

5 

Rebel Alliance 

5 

Trade federation 

'' 5 - ' 

Royal Naboo 

5 

Royal Naboo " 

5 

Jedi/Sith 


Sea 


Troops 


Rebel Alliance 

3 

Gungans 

1 

Wookiees 

1 

Royal Naboo 

2 

'trade %iiratlbn. 

2 

Rebel Alliance 

2 

Galactic Empire 

3 

Royal Naboo 

2 

Gungans 

3 

Trade Federation 

4 

RebeT Alliance 

4. 

Galactic Empire 

3 

Gungans 

5 

Wookiees 

4 

Trade Federation 

3 

Wookiees 

5 

Galactic Empire 

5 

Royal Naboo 

4 


Unit Strengths and Weaknesses 


Troops 

If you are attacked by 

Counter with 

But not with 

Laser Troopers 

Laser Troopers, Strike Mechs, Fighters, Jedi, 
Mounted Troopers, Artillery, Bounty Hunters 

Bombers t 

Anti-Air Troopers 

Laser Troopers, Strike Mechs, Mounted 
Troopers, Artillery, Bounty Hunters, Jedi 

Bombers, Fighters I 

Mounted Troopers 

Laser Troopers, Strike Mechs, Mounted 
Troopers, Fighters, Bounty Hunters, Jedi 

Bombers, Artillery, Assault ' 

Mechs 

Grenade Troopers 

Laser Troopers, Mounted Troopers, Fighters, 
Artillery, Bounty Hunters, Jedi 

Bombers, Mechs 

Mechs 



If you are attacked by 

Counter with 

But not with 

Strike Mechs 

Mech Destroyers, Grenade Troopers 

Laser Troopers, Mounted 

Troopers " 

Mech Destroyers 

Mech Destroyers, Grenade Troopers, 
Mounted Troopers 

Laser Troopers, Strike Mechs 

Assault Mechs 

Mech Destroyers, Grenade Troopers, 
Mounted Troopers, Bombers, Jedi 

Laser Troopers, Strike Mechs ; 

i 

Air 


1 

If you are attacked by 

Counter with 

But not with 

Fighters 

Anti-Air Troopers or Mobiles, Fighters 

Bombers 

Bombers 

Anti-Air Troopers or Mobiles, Fighters 

Bombers 



-- 

= , , Weapons 


: r attacked by 

Counter with 


Mounted Troopers. 


Mounted Troopers Bc-c-e - -- 

-cillery 

Mounted Troopers, V;:" : 

Artillery 

5^= attacked by 

Counter with 

-5 Knights, 

Bounty Hunters 

* UniCs 


. are attacked by 

Counter with 

-■^deration 
e' Droids 

Assault Mechs, Grena-ce ~ - 

— Berserkers 

Strike Mechs, Assau;: - - 

-speeders 

Anti-Air Mobiles and 

-oyal Knights 

Laser Troopers, Stn<e Ve 

; Empire Dark 

Strike Mechs, Assau.- ' 

: - Shield Generators 

Grenade Troopers. T - 

£ - os 


: - are attacked by 

Counter with 


Destroyers, Frigates, : 

: rers 

Destroyers, Artiller, : 

- ' Destroyers 

Destroyers, Frigates. t - 


Destroyers, Laser E-:" 

=cr^ress UniCs 


: -i are attacked by 

Counter with 

■ - -ns 

Mounted Troopers. S:-- -■ 

Destroyers, Artiilerr 

. -*>' Hunters 

Strike Mechs, Figrte<3. -a.-r 


































































































for Unit Types 

ieast effective] 


-y Weapons 



Trade Federation 

1 



Galactic Empire 

1 


- 

Gunqans 

2 


I 

Wookiees 

3 


: 

Rebel Alliance 

5 



Royal Naboo 

5 


Troops 


Wookiees 

1 



Rebel Alliance 

2 


- 

Gunqans 

3 


- 

Galactic Empire 

3 


- 

Trade Federation 

3 



Royal Naboo 

4 



Counter with 


But not with 


NO Weaknesses 



But not with 

■ - 3 -:ers, Jedi, 

Hunters 

Bombers 

- "ted 

Jedi 

Bombers, Fighters 

'i-^ted 
--"ters. Jedi 

Bombers, Artillery, Assault 
Mechs 

‘:-;ce"s Fighters, 

Bombers, Mechs 


But not with 

-"ccers 

Laser Troopers, Mounted 
Troopers 

:: ;~'s. 

Laser Troopers, Strike Mechs 


Laser Troopers, Strike Mechs 


But not with 


Bombers 

: "gr.ters 

Bombers 



Mounted Troopers, Bombers, Mech Destroyers 

Laser Troopers, Strike Mechs, 
Artillery 


Mounted Troopers, Bombers, Assault Mechs 

Laser Troopers, Strike Mechs 

Artillery 

Mounted Troopers, Mech Destroyers, 

Artillery 

Laser Troopers, Strike Mechs 
Fighters 

- are attacked by 

Counter with 

But not with 

i-s, Knights, 

Bounty Hunters 

Fighters, Mounted Troopers, 
Artillery 

'.•que Unites 



. are attacked by 

Counter with 

But not with 

■^deration 

Droids 

Assault Mechs, Grenade Troopers, Fighters 

Laser or Mounted Troopers 

Berserkers 

Strike Mechs, Assault Mechs, Fighters 

Artillery, Mech Destroyers 

'peeders 

Anti-Air Mobiles and Troopers, Fighters 

Non-Anti-Air Units 

: Royal Knights 

Laser Troopers, Strike Mechs, Assault Mechs 

Grenade Troopers, Mech 
Destroyers, Artillery 

■ : Empire Dark 

Strike Mechs, Assault Mechs, Fighters 

Laser or Mounted Troopers, 
Artillery 

: r - Shield Generators 

Grenade Troopers, Strike Mechs 

Laser Troopers 

'.ips 



: are attacked by 

Counter with 

But not with 


Destroyers, Frigates, Laser Troopers, Artillery 

Cruisers 

i/ers 

Destroyers, Artillery, Laser Troopers, Bombers 

Cruisers, Fighters 

A r Destroyers 

Destroyers, Frigates, Artillery 

Fighters 

e'T 

Destroyers, Laser Troopers, Bombers 

Artillery, Fighters 


=4a(~tress Unites 


are attacked by 

Counter with 

But not with 

-ons 

Mounted Troopers, Strike Mechs, Mech 
Destroyers, Artillery, Bombers, Fighters 

Laser Troopers 

■ty Hunters 

Strike Mechs, Fighters, Laser Troopers 

Mounted or Grenade 
Troopers, Jedi, Artillery, 
Bombers 


































































































Tips FOR Effective Command 


Here are some general tips for aspiring 
commanders. 


When you reach Tech Level 2, think 
100 ore to build a Turret near one c* pm 
Processing Centers to protect your wtyxs^ 


Early in the game, food and carbon are the 
most important resources. In Tech Level 1, 
use food to build more workers. Use carbon 
to build a few houses and three buildings 
needed to advance to Tech Level 2. 


You should have 10 or more workers busy at 
all times. 


Take advantage of "free" food (food sources 
that do not require carbon) before moving to 
Farms. Hunting, gathering and fishing are 
excellent ways to stockpile free food. Hunt 
nearby falumpasets, dewbacks, rontos, 
eopies, mynocks, cu-pas, and kaadus. Gather 
food from muja fruit bushes. Fish from the 
shore. Building your Food Processing Center 
close to a food source will speed up food 
production. The Food Processing Center is 
also necessary to build Farms. 


When gathering resources throughout the 
game, build Processing Centers next to 
sources of carbon, ore and nova. 


To advance to Tech Level 2, build a Food 
Processing Center, a Troop Center and a 
Power Core. As you are researching Tech 
Level 2, an Animal Nursery is another good 
structure to build. Not only does it house 
nerfs and banthas, giving you a steady 
stream of food, but it allows you to build 
Mounted Troopers in your Troop Center. 


Create many workers. By the time you reach 
post-Tech Level 4, you generally want half of 
your population to be workers. 


Set way points for your Scout in order to 
explore the map for more resources and to 
locate enemy bases. 


During Tech Level 2, begin putting more 
workers on nova and ore. You will need 200 
nova to advance to Tech Level 3. Always keep 
workers on food and carbon, as well. 


STAR WARS GALACTIC 


BATTLEGROUNDS 


When you have exhausted your supply 
food, build Farms or AquaHarvesters. Qtaaa 
up multiple Farms in your Food PrcKH 
Center so you won't have to const 
reseed them when they are depleted. Yc^.. 
also click queued up Farms to remove r 
thus getting back 50 carbon per Farm. 

Build Farms as close to your Com~ 
Center as possible. This allows food tc ay 
dropped off quickly, and if an enemy in- 
workers can quickly enter the Comr-j?®^ 
Center and fire on the invaders. 

Throughout the game, check to see if the 
Worker button is flashing red, or press ^ 
PERIOD key to cycle through idle wofxfjS. 
Immediately put them back to work. 

Build multiple Command Centers r'^aar 
resources across the map, and extra 
production centers so you can build uriia 
faster and do research simultaneously. 

Use hot keys! You will be able to build bui^ 
ings and units much faster. Use hot keys w 
group together command groups. Selea a 
group of units, press CTRL and a number 
You can then select that group by simp^ 
pressing the corresponding number. 

The specialty of a unit is often visible in its 
attack. Red lasers are usually anti-personne. 
blue are usually anti-Mech, green glows anc 
projectiles are anti-building. 

When playing the Gungans and using 
Fambaa Shield Generators, put the Fambaa 
and support units in a box formation. Thts 
will automatically put the Fambaa in the cen¬ 
ter (most of the time) and keep your units 
inside the shield. Make sure to put your units 
on Stand Ground so that they don't leave the 
shield's radius. 


r 

I ^ lirrcns and artillery can destroy trees. Yo^ 

II 3r rwnch a hole through your opponent's trees 
11 rf-c -ey will not get an attack message. 

*• you and your ally have Spaceports, 
cu can click on your ally's Spaceport 
to find out how much nova it will grre 
o_ * you trade with your ally. 

* j don't know your opponent's current 
e;' -evel, scan the Chat message text us»^-c 
=AGE UP and PAGE DOWN keys to f ^'c 
r.," .vhich Tech Levels your enemies have 
.cc-aded to. 

5 , 0 Power Cores to provide energy to ai 
clings that need it. But take care, Powe^ 
are relatively easy to destroy. Use th s 
r.'.ledge to mount assaults to cripple tr-= 
c-cduction of rival civilizations. 

^ech Level 1, use your Scout to revea^ as 
^^ch of the terrain and as many points o* 
r-erest as possible. Try to find easily defens:- 
areas near your base early on, and bu rc 
i^aiis and Turrets. Use caution with yc-' 
Scout—if it's destroyed, you cannot rebuild c 
.-dl Tech Level 2. 

5*,.:id a Fortress as soon as you reach leer 
.Fvel 3, and be sure to have enough ore tc 
CO so. The Fortress' powerful defensive caoa- 
?ties and strong units can give you a se^- 
cos advantage, especially if you gain access 
them before your opponent does. 

3e sure to defend your base from Airc.''a~ 
•vhich can attack most units from abov^. 
Build anti-air Troopers at Tech Level 2 tc 
anticipate airborne foes, as Aircraft are ret 
available until Tech Level 3. Your Fortress rra> 
also attack Aircraft. 

Consider placing all of your buildings as 
closely together as possible. Not only 
this allow you to provide energy to a:' or 
them using just a few Power Cores, but as 
they finish construction, your workers 






































:tive Command 

• v\^n you reach Tech Level 2, think of - 
100 ore to build a Turret near one c* : 
Processing Centers to protect your worir - 

• When you have exhausted your supply o" * - 
food, build Farms or Aqua Harvesters. C.^-. 
up multiple Farms in your Food Process.- 
Center so you won't have to constar- 
reseed them when they are depleted. You 1 = 
also click queued up Farms to remove 
thus getting back 50 carbon per Farm. 

• Build Farms as close to your Comr-a 
Center as possible. This allows food tc 
dropped off quickly, and if an enemy invar-r 
workers can quickly enter the Comr 
Center and fire on the invaders, 

• ^nroughout the game, check to see if the: 0 - 
Worker button is flashing red, or press 
PERIOD key to cycle through idle worke-. 
^mediately put them back to work. 


Build multiple Command Centers nei; 
resources across the map, and extra milft^'v 
production centers so you can build 
taster and do research simultaneously. 

•Jse hot keys! You will be able to build bunr 
•ngs and units much faster. Use hot keys t: 
group together command groups. Select ; 
group of units, press CTRL and a number 
You can then select that group by simpy^ 
pressing the corresponding number. 

The specialty of a unit is often visible in 
anack. Red lasers are usually anti-personne*. 
Piue are usually anti-Mech, green glows anc 
projectiles are anti-building. 

ATien playing the Gungans and using 
•■ambaa Shield Generators, put the Fambaa 
and support units in a box formation. This 
•A -:; automatically put the Fambaa in the cen- 
te' (most of the time) and keep your units 
:nside the shield. Make sure to put your units 
on Stand Ground so that they don't leave the 
shteld's radius. 


r-^ons and artillery can destroy trees. You 

* :-..nch a hole through your opponent's trees 

• : :ney will not get an attack message. 

20 th you and your ally have Spaceports, 
can click on your ally's Spaceport in 
“C5C to find out how much nova it will give 
: _ f you trade with your ally. 

c-u don't know your opponent's current 
Level, scan the Chat message text using 
PAGE UP and PAGE DOWN keys to find 
which Tech Levels your enemies have 
rcradedto. 

2 Power Cores to provide energy to all 
c^^rldings that need it. But take care. Power 
Lc-res are relatively easy to destroy. Use this 
' - cwledge to mount assaults to cripple the 
i«'oduction of rival civilizations. 

Tech Level 1, use your Scout to reveal as 
-uch of the terrain and as many points of 
-terest as possible. Try to find easily defensi- 
areas near your base early on, and build 
vails and Turrets. Use caution with your 
Scout—if it‘s destroyed, you cannot rebuild it 
-"itil Tech Level 2. 

Build a Fortress as soon as you reach Tech 
_evel 3, and be sure to have enough ore to 
20 so. The Fortress' powerful defensive capa- 
cvities and strong units can give you a seri¬ 
ous advantage, especially if you gain access 
to them before your opponent does, 

3e sure to defend your base from Aircraft, 
which can attack most units from above. 
Build anti-air Troopers at Tech Level 2 to 
anticipate airborne foes, as Aircraft are not 
available until Tech Level 3. Your Fortress may 
also attack Aircraft, 

Consider placing all of your buildings as 
closely together as possible. Not only will 
this allow you to provide energy to all of 
them using just a few Power Cores, but as 
they finish construction, your workers will 


automatically assist other workers in the 
process of building. You may also find it eas¬ 
ier to defend a concentrated base. 

Be sure to defend your base from stealth 
units. Bounty Hunters, Sentry Post structures 
and Scout Mechs are effective at sniffing out 
otherwise-undetectable units such as Jedi or 
Sith Knights. Bounty Hunters can also fight 
Jedi or Sith, 

Learn to assign your units to control groups. 
(See Setting Control Groups on page 24.) For 
best results, group similar types of units 
together. For instance, since a group will only 
travel as fast as its slowest unit, it may be 
wasteful to group very fast and very slow 
units together. 

Manage your resources carefully between 
production, research, and defense. Upgraded 
units tend to be far more effective than units 
without upgrades—but you need to deploy 
units in force for the effects of upgrades to 
be noticeable. 




















Repairing and Healing Units 

Repairing Buildings and Mechanical UniCs 

Workers can be used to repair most mechanical units and buildings. With a worker selected, dkti 
the Repair button in the bottom-left box of Commands (or hit the Repair hot key R). Next click c»1 
unit or building you would like to repair. The worker will move to the unit and begin fixing it. The s 
damaged the unit, the longer the repair takes. 

Repairing units and buildings requires resources. As the worker is repairing, you will notice ! 
resources being consumed. The more damaged a building or unit, the more resources will be re 
for its repair. 

Units that workers can repair include the following: 

• Mech Factory units 
Heavy Weapon units 
Command Center units 
Air Base units 
Shipyard units 

Mechanical Fortress units such as Cannon, Destroyer Droids, Airspeeders, Dark Troopers 
All buildings 

Healing Biological UniCs 

Medics 


Medics heal biological units. If an injured unit is near a medic, the medic will automatically begin r 
ing the unit. If a group of injured units are near a medic, the medic will move to the next injured m 
as soon as it finishes healing the first one. However, if a medic is some distance away from an inpj 

unit, the unit will not benefit from this automatic healing process. Instead, you must select the rr«_ 

and click the Heal button in the lower left-hand box of Commands (or type the hot key E). Then dKl:| 
on the unit to be healed. The medic will move to the injured unit and begin healing it. The rroir| 
injured a unit is, the longer the healing process will take. 

Units that Medics can heal include the following: 

• Troop Center units 

• Jedi Temple units 

• Biological Fortress units including Royal Crusader, Fambaa Shield Generator, and Bounty Hunte- 
Garrisoning 

You can also heal a unit by garrisoning it inside certain buildings. Once inside, the injured unit w# 
slowly begin to heal. The three buildings that are capable of garrisoning units are the Comma-sd 
Center, Fortress, and the Turret. However, only some units can garrison in each building: 

Command Centers and Turrets: 

• Workers and smaller units such as Trooper Units (except Mounted Troopers), Bounty Hunters, Jeci. 
Destroyer Droids 

Fortresses: 

• Workers, all Troop Center Units, Bounty Hunters, Jedi, and 
Berkserkers, Destroyer Droids, and Royal Crusaders. 


unique units including 


The Special Case of Che Gungans 

Over the centuries, Gungans have developed a very unique technology founded on the use of organ¬ 
ic materials; they are able to grow most of their military units. Therefore, what are mechanical units 
in other civilizations are actually biological units in the Gungan army. Because of this, medics are able 
to heal most Gungan military units. The only exceptions are some Heavy Weapons, Cannon, and Mech 
Factory units, which wear a great deal of armor, and require a worker to repair the armor when they 
are damaged in battle. 


m ir--ts that Gungan Medics can heal Include zr-e *3fcs 
-nels 

iioogical Fortress units including the Fambaa a _ 

- iaic-vard units 

• T-r-jp Center units 

- je: Temple units 

- :^-mand Center units 

Tk ---ts that Gungan workers can repair inciuce w 

- Ai \'ech Factory units 

• A-^iiery 

- A-ti-Air Mobiles 
l5"non 

- buildings 


Shortcuts anc ^ 


The visual layout of the Command mer._ :: :cr-= 

—a ieft side of the keyboard. Also, an in-ga^-a r r 


6enerai Commands 


7 r Through Idle Workers 


I.ca Through Idle Military Units 


Through Troop Centers, Mech Factories. 

:^ca Through Resource Buildings 


r View on Selected Unit or Object 


gn Units to Groups 


arv Assigned Unit Groups 


All Onscreen Units of One Type 


r -i-aiect Unit or Building 


:o Command Center 




-ajse Game 


rave Game 


Tow Down Game Speed 


5reed Up Game Speed 


B jtid Economic Building 


Svjild Military Building 


B-uild Defensive Building 
































































Healing Units 

rkical Units 

3-^ buildings. With a worker selected, cj»ct 
iOT hit the Repair hot key R). Next dick c- it. ' 
^ ^ r move to the unit and begin fixing it. The 

5 ^3 -j~ worker is repairing, you will notice scrii?: 
-' ~ -g or unit, the more resources will be reoj^T 




jTirts that Gungan Medics can heal include the following: 

-.'units 

^--.mmels 

- 5-c:ogical Fortress units including the Fambaa Shield Generator and Bounty Hunter 
S-'.-pyard units 

■'oop Center units 
edi Temple units 
Command Center units 

units that Gungan workers can repair include the following: 

i Mech Factory units 
-itillery 

- Anti-Air Mobiles 
Cannon 

- A: buildings 


: »er L>roids, Airspeeders, Dark Troopers 


Shortcuts and Hot Keys 

T C’c: The visual layout of the Command menu to the bottom left of the screen directly corresponds 
'.e left side of the keyboard. Also, an in-game list of key commands can be found In the Options 


■ = the medic will automatically begin hez - 

:«sc. tne medic will move to the next injured •-»*#* 
^ 3 "^edic is some distance away from an injuf-r-^: 
=a.i^g orcMiess. Instead, you must select the med 
^ ^ Cc-^mands (or type the hot key E). Then cirA 
Tr.€ ''^ured unit and begin healing it. The rro 


General Commands 


.^ambaa Shield Generator, and Bounty Hunter 

"3^: buildings. Once inside, the injured unit vvC 
capacfe of garrisoning units are the Commarc 
ufvrts can garrison in each building: 

SECcci Mounted Troopers), Bounty Hunters, JedL 


Jedi, and some unique units including 






technology founded on the use of organ- 
untts. Therefore, what are mechanical units 
Gu^'gan army. Because of this, medics are able 
^•^-5 3'e some Heavy Weapons, Cannon, and Mech 
ea- ''e a worker to repair the armor when they 




i 



Press 

: ■: e Through Last 5 Events 

HOME key 

:.. e Through Idle Workers 

PERIOD (.) key 

. : e Through Idle Military Units 

COMMA{,)key 

-*:e Through Troop Centers, Mech Factories, or Air Bases 

aRL-FA, CTRL-FL, or CTRl-FT 

- ::e Through Resource Buildings 

SLASH (/) key 

e*ier View on Selected Unit or Object 

SPACEBAR 

-is-gn Units to Groups 

CTRL-Fl-9 

I-eect Assigned Unit Groups 

.1-9. 

'•=-ect All Onscreen Units of One Type 

Double-Click Unit 

Teselect Unit or Building 

ESC key or Left-Click Empty Space 

I-c to Command Center 

H key 

;.5'rison Selected Units in Building 

G or ALT-FRight-Click Building 

:e'ete Selected Unit or Building 

DELETE key 

1‘splay Chat Message Window 

ENTER key 

splay Online Technology Tree 

F2 key 

cggle Statistics 

F4 key 

-Buse Game 

F3 key 

Save Game 

F9 key 

Sk)w Down Game Speed 

Num Pad - key 

Soeed Up Game Speed 

Num Pad -F key 

To 

Select a Worker* Then 

Build Economic Building 

Press B, Then Building Hot Key 

Build Military Building 

Press V, Then Building Hot Key 

Build Defensive Building 

Press N, Then Building Hot Key 































































Unit Commands 



Attack Ground 



c 

Convert 



N 

Defensive Buildings 



DELETE 

Delete Unit 



B ■ ■ 

Economic Buildings 



G 

Garrison 



Y 

Heal 



V 

Military Buildings 



P 

Pack 



R 

Repair 



1 Set Gather Point 

S 

Stop 



L 

Unload 



U 

Unpack 



Game Commands 

ALT+D 

Alliance 



ALT+T 

Chat Dialog 



F11 

Display Game Time 



F4 

Display Statistics 



F2 

Display Technology Tree 



ALT+F 

Flare 



CTRL+A 

Go to Air Base 



CTRL+B 

Go to Animal Nursery 



CTRL+C 

Go to Carbon Processing Center 



H or Extra Mouse Button 1 

Go to Command Center 



CTRL+F 

Go to Food Processing Center 



CTRL+D 

Go to Fortress 



CTRL+H 

Go to Heavy Weapons Factory 



CTRL+j 

Go to Jedi/Sith Temple 



HOME 

Go to Last Notification 



CTRL+M 

Go to Mech Factory 



COMMA 

Go to Next Idle Military Unit 



PERIOD 

Go to Next Idle Worker 



/ or Extra Mouse Button 2 

Go to Next Resource Building 



CTRL+N 

Go to Nova Processing Center 




Go to Ore Processing Center 



CTRL-FR 

Go to Research Center 



SPACEBAR 

Go to Selected Object 




Go to Shipyard 



:CTRL+SV 

Go to Spaceport 



:CTRL:+:T:Y;/;■■^■■■■^'^ 

Go to Troop Center 



■cfRi+;VY;::v^ ^ 

Go to Turret 



CTRL+W 

Go to War Center 



BACKSPACE or J 

Jump to Gather Point 



ALr+C'"V',\.v:v'- 

Mini-Map Combat Mode 




Mini-Map Economic Mode 



AU+N 

Mini-Map Normal Mode 



ALT+O 

ObjeGtives 




BACKSPACE 


Return to Previous View 


Options 



Pause Game 


Review Chat Messaca E 

DOWN 

Review Chat Message 


Save Chapter 

r-; 

Save Game 


Send Chat Messac-e 

and SEMICOLON 

Chat to Team 

and } 

Chat to Enemies 

and * 

Chat to Everyone 

V -iber Pad) 

Slow Down Ga^^-e 

- " - ^.ber Pad) 

Speed Up Game 

- 3 

Toggle Friend C' a 3 

a:" - 

Toggle Mini-Map " 

Scnoll Commands 

Scroll Down 


Scroll Left 

- 

Scroll Right 

- 

Scroll Up 


=5diid 


? 

Air Base 


Animal Nurser, 

AguaHarvester 

I 

CarbonProcessj:-; 

, Command Center 

r Farm 


Food Processing Ce^*r^ 

t Fortress 


Gate 


Heavy Weapons 

- Jedi/Sith Temple 

i 

Light Wall 

1 

Mech Factory 

: Missile Turret 

- 

Monument 


More Buildings 

: 

Nova Processing Ce^te*' 

: 

Ore Processing Certe*' 

JL 

Power Core 

- 

Prefab Shelter 


Research Cente<' 

Q 

Sentry Post 

2 

Shield Generator 

W 

Shipyard 

2 

Spaceport 

Q 

Troop Center 

■|t 

Turret 

5 

Wall 


War Center 
























































































































































































Options 


Pause Game 

* UP 

Review Chat Message Backward 

-:-E DOWN 

Review Chat Message Forward 

Save Chapter 

■ ; 

Save Game 


Send Chat Message 

■£R and SEMICOLON 

Chat to Team 

and ! 

Chat to Enemies 

and * 

Chat to Everyone 

*-.mber Pad) 

Slow Down Game 

- .jmberPad) 

Speed Up Game 


Toggle Friend or Foe Colors 


Toggle Mini-Map Terrain 

Scroll 

Scroll Down 

• 

Scroll Left 

- 

Scroll Right 


Scroll Up 


3<jild 


Air Base 

■ Animal Nursery 

AguaHarvester 

Carbon Processing Center 

Command Center 

; Farm 

Food Processing Center 

Fortress 

I 

Gate 

: 

Heavy Weapons Factory 

Jedi/Sith Temple 

- 

Light Wall 


Mech Factory 

£ 

Missile Turret 

~ 

Monument 

= 

More Bundings 


Nova Processing Center 


Ore Processing Center 

A 

Power Core 

0 Prefab Shelter 

r 

Research Center 

Q 

Sentry Post 

Z 

Shield Generator 

w 

Shipyard 

2 

Spaceport 

Q 

Troop Center 

W 

Turret 

s 

Wall 


X War Center 































































































































































Air Base 


A 

Fighter 


-- 

S 

Bomber 



D 

Transport 
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HOW TO CONTACT LUCASARTS 


SOFTWARE LICENSE LIM.TEC 


LucasArts has set up a variety of services to pro¬ 
vide you with information about our latest games, 
hint and gameplay assistance, and technical support. 


Hint Line 

u. s. 

If you need a hint, you may call our automated 
Hint Line. This service costs 95 cents per minute, 
requires a touch tone phone, and you must be at 
least 18 years old or have a parent's permission to 
call. The number is 1-900-740-JEDI (1-900-740- 
5334). The option to speak with a live Hint 
Operator is also available from this number. Hint 
line operators are available during regular business 
hours, 8:30 a.m. to 5:00 p.m. (Pacific Standard 
Time). Monday-Friday. (Average call length is 
three minutes.' 


lil 


Canada 

Our Hint Line is also available to our Canadian 
customers. This service costs $1.25 (U.S.) per 
minute, requires a touch tone phone, and you 
must be at (east 18 years old or have a parent's 
permission to call. The number is 1-900-677-JEDI 
(1-900-677-5334). Hint line operators are avail¬ 
able during regular business hours, 8:30 a.m. to 
5:00 p.m., Monday-Friday (Pacific Standard Time). 
(Average call length is three minutes.) 

Where To Find Us Online 

Visit the LucasArts Technical Support Web site at 
support, lucasarts.com. From there, you can 
receive online technical support through Yoda's 
Help Desk, browse technical documents, or leave a 
message for an online representative. 

Yoda's Help Desk 

We are proud to feature Yoda's Help Desk, an 
interactive knowledge base, which is available in 
the Technical Support section of the LucasArts 
Web site at support, lucasarts.com. Yoda's Help 
Desk offers solutions to technical Issues based on 
information you provide. Visitors to Yoda's Help 
Desk will be able to receive technical support 24 
hours a day, seven days a week. If Yoda's Help 
Desk Is unable to provide you with a solution to 
your problem, you can send an e-mail message to 
an online representative. 

Technical Support Phone Number 

This number is for technical assistance only. Hints 
will not be given out over the Technical Support line. 


If you require technical assistance, please 
through the Troubleshooting Guide and Rear-- 
files provided on the game CD. The Trc_:^ 
shooting Guide has solutions to many corr^^r- 
problems you may experience with the game. 

When contacting Technical Support, p^^ 
have the following information available: c:- 
puter brand and model, processor type 
speed, video card, sound card, CD-ROM r- - 
brand and model, RAM. 

You can reach our Technical Support dep-' 
ment by calling 1-415-507-4545. We are avaiia: - 
to help you Monday-Thursday 8:45 a.m.-5:30 c - 
and on Friday 8:45 a.m.-4:30 p.m. (Pacific Stancar 
Time). We are closed daily 11:45 a.m.-l :00 p.m. 

Technical Support Fax 

For your convenience, we also offer the optr- 
of faxing us with your technical questions f* 
1-415-507-0300. When sending us a fax, please 
include your name, return fax number with t'e 
area code, and a voice phone number so we ca^ 
contact you if we experience any problems whe* 
trying to fax you back. 

Technical Support Mailing Address 

LucasArts Entertainment Company LLC 
P.O.Box 10307 
San Rafael, CA 94912 
Attn.: Product Support 

LucasArts Company Store 

Safe, quick, convenient shopping is just a click awa^ 
Visit our secure online store at companystore. 
lucasarts.com for great deals on games arc 
unique items you won't find anywhere else—hats 
T-shirts and so much more. Place your orde^ 
online or call us toll-free at 1-888-LEC-GAMES. 
(Technical support is not available on this line.) 



. . -LAD THIS LICENSE CAREFULLY BEFORE INSTALi..SC I- -1 - i 

. . -;£E:NG TO BE BOUND BY THE TERMS OF THIS uC£S^ ' l-T- 

: ■ \5TALL OR USE THE SOFTWARE, DELETE S : - __ -J : - : - 
-: '.^PTLY RETURN THIS PACKAGE AND ITS CON'^N' S . -: ' 

^ zcmputer software/ artwork, music, and othe-' ‘ 

.vare") are the copyrighted property of LucasA-cs r- r*; 

:o as "LEC"). The Software is licensed (not sc C * : t. - - : ^ 

: lorietary rights in the Software. You may use tre 3:“ 

: --:e for back-up purposes), distribute, rent, lease C' i- c ^ • 

T derivative works of the Software; (3) transmc ve >; - t . r 

S'. means, except in the course of your netwcr» —. ~ t : : 

— - matchmaking for multiplayer play over u'~=_-“:"r: * :* 
scenarios; or (6) reverse engineer, decompile o' c = ; -: ^ 
me recipient agrees to accept the terms and cc-d * : -; : ' - 

-s.nsfer all components and documentation anc e-aii ‘ : 

: -.atically terminated if you transfer the Software. 

_£C warrants to the original consumer purchase^ *-=- "e --r-: ; . 

- -•■eials and workmanship under normal use for a c-a- z-r r* 

-d by your receipt). If the media furnished in m-s c'zr. — : . : 

.-^.er purchaser returns the media to LEC in acco-ma-xr 

: -*ective media: (a) free of charge to the consume^ c _ - - - 
day period following the date of purchase, o.-- t *:* : if 

: defective after the expiration of the ninety (90- daj z r - - 
3 only, postage prepaid, to LucasArts Enterta-nme^z ^ — 

- rd by proof of date of purchase, a description of m-e r-jc- ? x :. 

55 00 per CD made payable to LucasArts Enterta -e'- 7: - -' - 

—a ' a replacement to you. 

*cu expressly acknowledge and agree that use c* t-e ; - 

:: or controlled by, through, or from third parties s -- x : : 

-- on the media set forth above, the Software and s'",, -a : r: : : ■ - 
—cut warranty of any kind. LEC EXPRESSLY DISClAV i " 

jMITED to, THE IMPLIED WARRANTIES OF MERC--'-J-i - _ J j 
.35MENT. LEC DOES NOT WARRANT THAT THE 1 '7. 

' : . iREMENTS, THAT THE OPERATION OF THE SOFT'.VA^E _ 5 : . 

“-E SOFTWARE WILL BE CORREaED. THE ENTIRE R 5- *7 jE -: 

ASSUMED BY YOU AND YOU (AND NOT LEC) ASSU?/E 5' ^ - 

iCmON. SOME JURISDICTIONS DO NOT ALLOW THE EX(3-5 _ 

-- NOT APPLY TO YOU. 

UNDER NO CIRCUMSTANCES INCLUDING NEGUGEVEz - 

TENSORS OR AGENTS, BE LIABLE TO YOU FOR ANY - f " ... ' ' 

-ELUDING DAMAGES FOR LOSS OF BUSINESS PRC^^"i H•-^ 

3RMAT10N, AND THE LIKE) ARISING OUT OF THE PCSSEI. . _ 

7 WITHOUT LIMITATION DAMAGE TO PROPERTY f 

NJURY, EVEN IF LEC OR AN LEC AUTHORIZED REPRESEV ^ 
l AMAGES OR LOSS. SOME JURISDICTIONS DO NOT -_C. _- E . 

: ENTAL OR CONSEQUENTIAL DAMAGES, SO THE ABOVE ' 

YOU AGREE THAT THE LIABILITY OF LEC ARISING C -* 7- 
* :.RT, OR OTHERWISE) WILL NOT EXCEED THE AMOUN 7 - - - 

THIS WARRANTY GIVES YOU SPECIFIC LEGAL RiC- 5 -.v. . - 

_-.VS IN YOUR STATE. 

Rules Governing use of Scenario Editor: "New Seer a z : z ? 
other components in the Software, that can be ud zr-r *: ^ r r ■“ 

da'gns. New Scenarios are permitted by LEC, in its sc-e z x m : * 

owing conditions apply to your creation of any Nev.-^ ^ 

New Scenarios must work only with the reta;: vc<'s^c-- 
r* the Software. 

: New Scenarios may not modify any .EXE, .DLL c' erne'' ; : 

E New Scenarios may not modify any .DRS or other ' r. 

d New Scenarios must not contain any illegal, scandavo-s ^ ; 

de determined by LEC in its sole discretion), or any mate^a - z-e 

oublicity, proprietary, or other rights of any third oa^,. z ' z* 
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SOFTWARE LICENSE/LIMITED WARRANTY 

READ THIS LICENSE CAREFULLY BEFORE INSTALLING OR USING THE SOFTWARE. BY USING THE SOFTWARE, YOU 
-GREEING TO BE BOUND BY THE TERMS OF THIS LICENSE. IF YOU DO NOT AGREE TO THE TERMS OF THIS LICENSE, 
^OT INSTALL OR USE THE SOFTWARE, DELETE THE SOFTWARE AND ALL RELATED FILES FROM YOUR COMPUTER, 
PROMPTLY RETURN THIS PACKAGE AND ITS CONTENTS TO THE PLACE OF PURCHASE FOR A REFUND. 

--e computer software, artwork, music, and other components included in this product (collectively referred to as 
TV Software") are the copyrighted property of LucasArts Entertainment Company LLC and its licensors (collectively 
--^ed to as "LEC"), The Software is licensed (not sold) to you, and LEC owns all copyright, trade secret, patent and 
TT'-r' proprietary rights in the Software. You may use the Software on a single computer. You may not: (1) copy (other 
once for back-up purposes), distribute, rent, lease or sublicense all or any portion of the Software; (2) modify or 
x‘*=:ere derivative works of the Software; (3) transmit the Software over a network, by telephone, or electronically 
any means, except in the course of your network multiplayer play of the Software over authorized networks; (4) 
--c- 3 ge in matchmaking for multiplayer play over unauthorized networks; (5) design or distribute unauthorized levels 
ira-Tr scenarios; or (6) reverse engineer, decompile or disassemble the Software. You may transfer the Software, but 
ir-.u :f the recipient agrees to accept the terms and conditions of this Agreement. If you transfer the Software, you 
transfer all components and documentation and erase any copies residing on computer equipment. Your license 

t r.tomatically terminated if you transfer the Software. • ^ r , r 

■_EC warrants to the original consumer purchaser that the media furnished in this product will be free from detects 
f’ -aterials and workmanship under normal use for a period of ninety (90) days from the date of purchase (as evi- 
rs-ced by your receipt). If the media furnished in this product proves to be defective, and provided that the original 
T —^‘mer purchaser returns the media to LEC in accordance with the instructions in this paragraph, LEC will replace 
defective media; (a) free of charge to the consumer purchaser, if the media proves to be defective within the nine- 
5*3) day period following the date of purchase, or (b) for a fee of S5.00 per Compact Disc ("CD"), if the media proves 
t: defective after the expiration of the ninety (90) day warranty period. To obtain a replacement CD, please return 

T-e CD only, postage prepaid, to LucasArts Entertainment Company LLC, P.O. Box 10307, San Rafael, CA 94912, accom- 
>sr-ed by proof of date of purchase, a description of the defect, and your name and return address, as well as a check 
-c' 55.00 per CD made payable to LucasArts Entertainment Company LLC if after expiration of the warranty period. LEC 
wrf mail a replacement to you. 

You expressly acknowledge and agree that use of the Software including, without limitation, any content origi- 
-*:ed or controlled by, through, or from third parties, is at your sole risk. Except for the limited ninety (90) day war- 
on the media set forth above, the Software and any related documentation or materials are provided "AS IS" and 
^.-out warranty of any kind. LEC EXPRESSLY DISCLAIMS ALL WARRANTIES, EXPRESS AND IMPLIED, INCLUDING, BUT 
'vjT LIMITED TO THE IMPLIED WARRANTIES OF MERCHANTABILITY, FITNESS FOR A PARTICULAR PURPOSE AND NONIN- 
^NGEMENT lEC DOES NOT WARRANT THAT THE FUNCTIONS CONTAINED IN THE SOFTWARE WILL MEET YOUR 
-QUIREMENTS, THAT THE OPERATION OF THE SOFTWARE WILL BE UNINTERRUPTED OR ERROR-FREE, OR THAT DEFECTS 
N THE SOFTWARE WILL BE CORRECTED. THE ENTIRE RISK AS TO THE RESULTS AND PERFORMANCE OF THE SOFTWARE 
" ASSUMED BY YOU AND YOU (AND NOT LEC) ASSUME THE ENTIRE COST OF ALL SERVICING, REPAIR AND/OR COR- 
^aiON. SOME JURISDICTIONS DO NOT ALLOW THE EXCLUSION OF IMPLIED WARRANTIES, SO THE ABOVE EXCLUSION 
V.AY NOT APPLY TO YOU. 

UNDER NO CIRCUMSTANCES INCLUDING NEGLIGENCE SHALL LEC, OR ITS DIRECTORS, OFFICERS, EMPLOYEES, 
CENSORS OR AGENTS BE LIABLE TO YOU FOR ANY INCIDENTAL, INDIRECT, SPECIAL OR CONSEQUENTIAL DAMAGES 
\CLUD1NG damages'FOR LOSS OF BUSINESS PROFITS, BUSINESS INTERRUPTION. LOST DATA, LOSS OF BUSINESS 
^^RMAT10N AND THE LIKE) ARISING OUT OF THE POSSESSION, USE, OR MALFUNCTION OF THIS PRODUCT, INCLUD- 
WITHOUT'limitation DAMAGE TO PROPERTY AND, TO THE EXTENT PERMITTED BY LAW, DAMAGES FOR PERSON- 
INJURY, EVEN IF LEC OR AN LEC AUTHORIZED REPRESENTATIVE HAS BEEN ADVISED OF THE POSSIBILITY OF SUCH 
'AMAGES OR LOSS SOME JURISDICTIONS DO NOT ALLOW THE LIMITATION OR EXCLUSION OF LIABILITY FOR INCI- 
' ENTAL OR CONSEQUENTIAL DAMAGES, SO THE ABOVE LIMITATION OR EXCLUSION MAY NOT APPLY TO YOU. 

YOU AGREE THAT THE LIABILITY OF LEC ARISING OUT OF ANY KIND OF LEGAL CLAIM (WHETHER IN CONTRACT, 
'ORT OR OTHERWISE) WILL NOT EXCEED THE AMOUNT YOU ORIGINALLY PAID FOR THE USE OF THE SOFTWARE. 

THIS WARRANTY GIVES YOU SPECIFIC LEGAL RIGHTS, AND YOU MAY HAVE OTHER RIGHTS DEPENDING ON THE 

JaWS IN YOUR STATE. .. -x- 

Rules Governing use of Scenario Editor: "New Scenarios" are data, generally represented by specific artwork, assets 
and other components in the Software, that can be utilized to create new scenarios, and should you choose, new cam- 
z^igns. New Scenarios are permitted by LEC, in its sole discretion, on the following conditions. You agree that the fol- 
owing conditions apply to your creation of any New Scenarios: , 

' 1 New Scenarios must work only with the retail version of the Software, and may not work with any demo versions 
of the Software. 

2) New Scenarios may not modify any .EXE, .DLL or other executable files. 

3) New Scenarios may not modify any .DRS or other resource files. •i/ 

4) New Scenarios must not contain any illegal, scandalous, illicit, defamatory, libelous, or objecttonable material (as may 

be determined by LEC in its sole discretion), or any material that infringes any trademarks, copyrights, protected works, 
publicity, proprietary, or other rights of any third party or of LEC. ^ ^ ^ ^ ^ ^ 
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LucasArts Entertainment Company LLC 
P.O. Box 10307, San Rafael, CA 94912 


5) New Scenarios must identify in every description file, on-line description, and/or read-me: (a) the name, acr 
and e-mail address of the creator, and (b) the following disclaimer: "THIS SCENARIO IS NOT MADE, DISTRIBUTED : 
SUPPORTED BY LUCASARTS ENTERTAINMENT COMPANY LLC. ELEMENTS ™ & © LUCASARTS ENTERTAINMENT CC* -- 
NY LLC AND ITS LICENSORS." 

6) New Scenarios may not be sold, bartered, or distributed with any other product for which any charge is -i-; 
(other than incidental charges for time spent online), but rather must be distributed free of charge. 

By distributing or permitting the distribution of any New Scenario, all creators or owners of any trademark, cop>-; • 
or other right, title or interest therein grant to LEC an irrevocable, perpetual, royalty- free, sublicensable right t: : 
tribute the New Scenario by any means (whether now known or hereafter invented), and to create and distribo*? r 
any means (whether now known or hereafter invented) derivative works thereof, and to charge for the distribut e- ■ 
such New Scenario or such derivative work, with no obligation to account to any creators or owners of the ' • 
Scenario in any manner. 

If the Software is acquired under agreement with the U.S. government or any contractor therewith, it is aco- rr. 
as "commercial computer software" subject to the provisions hereof, as specified in 48 CFR 12,212 of the FAR arc 
acquired for Department of Defense (DoD) units, 48 CFR 227-7202 of the DoD FAR Supplement, or sections succeer 
ing thereto. 

This is a work of fiction. All of the characters and events portrayed in this game are fictional. Any resemblar.es 
real persons, living or dead, or actual events, is purely coincidental. 

© 2001 LucasArts Entertainment Company LLC. © 2001 Lucasfilm Ltd. 8( TM or ® as indicated. All rights reseriec 
Used under authorization. LucasArts and the LucasArts logo are registered trademarks, and the Human Figure Deso* 
logo is a trademark, of Lucasfilm Ltd. 
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Join Our Ranks Today! 

Be among the legions of fans who enjoy 
safe, quick, and convenient shopping at 

CaMPANYSTORE.LUCASARTS.COM 

You will find more information on exclusive items and great 
gaming deals—all with our money-back guarantee* 

To place an order by phone, # 

simply^cal! us toll-free at ’ ^ 

888-532-^263. \ * 

Operators are available ' " • 

* , Monday-Friday, 7:00 a m; to 6:00 p.m. Pacific time,^ ^ . 

(Ple^e note: Product support is not a^ifabie^n this line.) * 


Official 

Scar \A/arst GalacCic BaCClegrpunds^ 
SCraCegy Guide 


240 pages; includes multiplayer tips; 
14 detaited environryients; land, sea, 
and air tips; campaign Walkthroughs; * 
and a Scenario Editor chapter! ^ 
Control J<ey civilizations and win the ^ 
,Xialattic civil warr 
SCi^acegy Guide $19.^5 


* See Websjte foi; details. All items subject to availarbility, prices subject to change. Curtent 
pricing valid through 3/3 V02. Call or visit our Web site forlatest prfcing^and‘availability. 

coMPANY8TORE.LUCA8ART8.eoM Joll-Free 888-^32-4263 * 
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Join Our Ranks Today! 

Be among the legions of fans who enjoy 
safe, quick, and convenient shopping at 

COMPANYSTORE.LUCASARTS.COM 

You will find more information on exclusive items and great 
gaming deals—all with our money-back guarantee* 

To place an order by phone, I - 

simplyxall us toll-free at - 

SSS-532-4263. \ * 

‘ A ' ' : A - ‘ A ' T > 

Operators are available * - v 

Monday-priday, 7:00 a.m: to 6:00 p.m. Pacific tim*e,.^ ^ . . 
(Ple^e note: Product support is not available •on this line.) * 


Official . . 

Scar Wiars® GalacCic BaCClegi^ounds ' 
SCraCegy Guide 
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240 pages,' includes multiplayer tips; 

14 detaited environrhents; land, sea, 
and air tips; campaign walkthroughs;* 
and a Scenario Editor chapter! . 
Control tkey civilizations ^nd win the ^ 
Galactic civil warf . * 

Scnategy Guide $10-^5 


- * See Web sjte for details. All items subject to availability, prices subject tb change. Current 

pricing valid through 3/31/02. Call-or- visit our Web site for latest pr^cing^and’availability. 

coMPAHY8T0RE.LUCASARTS.eoM Toll-Free 888-632-4263 ’ 
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Coming to a PC Near You 

PC gamers can now experience the rich 3D graphics and all the 
action of Star Wars Starfighter for themselves. The fates of 
Naboo and the galaxy are in your hands as you battle the Trade 
Federation in air and space combat. -May the Force t)e with 
you, young starfighter pilot. 

Reserve your copy today and preorder at: # * ' 

COI^ PAN YSTaRC.LUCASARTS.COM/SWSTARFi6HTE49 

^ ^ V ■■ ■ ■ * ■■■“ 

and receive an exclusive fre'e gift with your order* * -? • < 

Scar\A/ar^ Starfighter"* " %Yyi‘ . * 

* Coming January 2002 V. ■ 


PC $49.95 



3tzar\A/ars St^arfightser St:rat:egy Guidq 

128-page official strategy guide for Star Wars 
" Starfighter includes incredible 3D environment ‘ 
maps and dog-fighting techniques:to blowany- 
•thing out of the sky and tactics for discovering 

hidden elements. * 

♦ ■ = • , . * 

$14.95 * . ’ 

■■ ■ * ‘ ' ■ * ** • ft- 

, . *See Web site for offer details; offer good while supplies la|t./ 
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The Wait Is Almost Over — 

In Spring 2002, the next chapter in the 

Star Wars Jedi Knight saga will be here. 

# 

he years since he avenged his father's death, Kyle Katan 
jllowed his Force powers to languish for fear of faBng to 
lark side. He has put aside his lightsaber, vowing to nMr 
it again. Now, a nevv and menacing threat to the gabrji 
mergeci and Kyle knows he must reclaim his past in orfei 
to save his future. 

Secure youpcopy today and preorde^ at 

CO M PAN YSTO RE. LU C AS ARTS. CO M^IEDIOUTCAST 

and receive an exclusive free gift with your order.* 

Scar Wars Je^i Knight II: 

Jedi Outcast 

PC S49.S5 Coming Spring SOOS 


Li^asArtis Black Cap 

Made of the softest 100% cotton, this brushed 
4yyill cap with adjustable tuck-in strap features 
^^tlie LucasArts logo in dazzling metallic gold 
^^^^mbroidery. One size fits most. 

*#$15.95 

For more LucasArts merchandise, please visit us online. 


*See Web site for offer details; offer good while supplies last. 
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Official Star Wars Galactic Battlegrounds 
Web Site: swgalacticbattlegrounds.com 


Official Star Wars Web Site: starwars.com 

© 2001 LucasArts Entertainment Company LLC. © 2001 Lucasfilm Ltd. & TM or © as indicated. 
All rights reserved. Used under authorization. LucasArts and the LucasArts logo are registered 
trademarks, and the Human Figure Design logo is a trademark, of Lucasfilm Ltd. 


1 















